A500/600 



5 (DM 20; Lire 12,000) 



A 



One on top of 
the other! 




RIK 

, Better, Beefi 






^ Compete in the Fancy League! • Buy 
player from the Premier League! • T< 
World Champion! • One- or two-player actio 
Full three-minute games! • You won't believe it! 



PLUS! Theme Park • Litil Divil • PGA European Tour 
• Mega Race • Flink • And — Yes! — Loads More! 





.IIMMV WHITE 
LURE Of TEMPTHESS 
DUNE 



THE GREATEST 

16.99 



THEME PARK ARCADE POOL HIRED GUNS 

22.99 CD32 9.99 AM 6.99 11.99 





PGA GOLF. INDY 500 
ADVANTAGE TENNIS 
A EURO CHAMPS 92 




PREMIER MANAGER 2 

7.99 



SPORTS MASTERS 

13.99 



BENEATH STEEL SKY 

22.49 



SENSIBLE INT'L 

14.99 



TRIVIAL PURSL- 

CD32 19.99 



IMPORT ANt - PlfASf NO Tf 

NOP ■ will nor work on 4500 
Plus, 4400 or 41200 
HO(2 = wlI(nol work on 41200 
I MfG-- requires I MB of BAM 

»«»*■ 



A1 200 GAMES 



aaaddin* - — i mm 

AUEN ere ED TOWE>» ASSAULT • w» 
EIAIISHEI* 1M» 

BRUTAL FOOTBAU. CtVJXE II.* 

captive; liberation row 

CIVKISATON AQA I* 99 

DETROIT* ■*■— 

I'll!' IBM 

fields of glory • - ».» 

gunshipjom »M 

IICIVOAlL 1 DANE 0» ADGAM 31* 

itroniKt Htn h 

ISHAR S LEGIONS 0» CHAOS <■ M 

MMMMMII ViWMHIUfWBI ibm 

MUM park UM 

• ^ ..ibm 

MMBMI* I*t 

MIGHTY MAX* — HI* 

ON TMI BALL • 

LEAGUE EDITION • „ JO 49 

worldcup (wnom io.*b 

(HARD DRTVE ONLVI 

PLANET FOOTBALL* 73 tt 

mnoiP 1>* 

SAfiHf ISAM IB99 
5IM Cm ?CO)' MM 

SIMON IHf 3C-*C£RER N« 

smETCNKREw* -_ 20M 

S" AH IREK • J11H ANNIVERSARY 

•uno DRIVE ONLY) hm 

SUPER 3TAPCU5T . li ft 

THEME PARK MM 

tOPGU" i il MEGl 171 

- I -•.-••■-.<: IWT* DO 



AMIGA GAMES 



'OR 01*4 FULL SELECTION Of AMIGA 
GAMES PLEASE AS* FOR A FREE 
1 6-PAGE COLOUR CATALOGUE 

A-THAthllMEOl Ml 

AMiunvij - «■ 

ALIEN] - "99 

AlltNBHlt'UiU'tC.fc (liIONlllMEG) 949 

AWJTHFB .'."I:- I1U 

APiD'A* BM 

APOCAL-PSCliMEOl IBM 

ARCADE POOL (1 MEG.) .. 099 

ARMOUR GEuOONI l» MEO) IS4I 

AWAPO WP4NER8 GOLD 
HRMU SOCCER. EuTE. JMWV 
WWTE5SNCOKER TOOLHI MEG) SJJi 

■iTFLttwGFcmtnessMMEGi am 

&>nuE ISLE » 1»« 

BENEATH A STEEL SKY I I MEO) »«• 

BOOVBlQWSii MEGl 7M 

—M O W* i6"< 

BRUTAL FOOTBALL ti lt 

■UMFWBURH* S«t 

•l FROBAAD! 11M 

CAUI-AiONiiMeO) "M 

CAMPAIGN ? n MEGl 32 SO 

CANNON FOOOES 11 MEG) 



CMLISADONIIMEG) IBM 
au(WW4i r-E manager hmegi rase 

COMBAT AIR PATROL 14 99 

COMBA T CLASSICS 

iFU STRIKE EAGLE I ATTACH 

SUB. TEAM ■'■'.->■ (I MEO) iWlT) 11M 

cc"bat classics j 

16ilent service t ' is stealth 

fighter. pacific island) ii meo) »j» 

crash dummc8 i 1 mcq) ism 
cruise for a corps* ... "ao 

CURSE CFlNCMANTlAn MEO) USB 

n r.*v , wHb si' »•!■-. MEG) Si •» 

DEIRC-lliMEQ) II *t 

DOO»IOHT(1MEQ> ^ MSB 

(IRAfiONSIONE • Ill* 

Dl«»MLAf«S 

tmAlfiARTICA. STORM MAS'ER 
i&»iAP.:uME0) IM* 



OUNEilUEOI 

DJNEJ flATU'CW UtUU.^^mOt 
OUmtOH MASTER i 1 1 MEO) - 
f;lMAMIA(IMEO|- 

BUTE i 

Eii'l ? ifRCAfTlERI (I M(Ol 

EwintiocceRiiMEai — 

f jHoeiAKMAMri.Kii..' ill :i; 



IIU 
ITIB 
.'J M 

im 
• N 

IBM 
1>U 

IDW 
17 49 
i?« 
!»•» 
I1M 
ZD 
J148 



MAI 

[i-WPOiS"* MAf<AC£« IWil WO i-' 

CMAUPO(S>"P UAtiAfJ B Jl'W 

1*111 OF UASCnnAIADIWMl HE^l !><• 

o^ahp-cm-ip MAitAOf n COuedCN 
IS>94 • UPDATE ftSKl (1 MCQ> ISM 

0*UPC*S~IP MAriAGERiTALlAil UEI>M7M 

CHAMENQM — . — UM 



ft ntnlXDEHtSSi.fi MSB) 
EVE O* THE HFK«.fE« i WEii. 
Fl lOCUARHl H MlUl 

FII7A STEALTH FIOHTERJOti MEGl 

Fi» BTEAlTH FIOHTER INOP) - ... 

FIELDS OF aiORV (1 MCOl* 
■ 'i in -'i- ■■ ■ - ■ ■ i flW 

FlASTSAM*AI-MEaAlOMANMiNOI2l UM 
FORMAA IGHAhOt'HI* I5M 
&f NESIA {1 MEO> ■ MM 

DOAL ■tA* 

G1AHAM QOCO 1 WORLD CLAM CRICIIET ■ 
TEST MATCH SPECIAL! I MEOI* <IH 

GRAHAM GOOCM DATA DOK 1IM 

GUMSHIPJCOOIIMEai " " 

■if i 6A/« of A50Ana n «& ?i «» 
•CROCACSI f ■ THE LEGACV OF 

9C«ASiHlMEOl IMS 

•"RfOCMJIiSilMEO, — MM 

METDRVLNE »»I4 18(1 MEGl ion 

HOOK aw 

MjNiERihoif) — . an 

UPOSSIBiE MIS5IQ7* I ' MEGl • W *■ 

MM A MA JONES TACTION 

(FATE O* ATLANTISl ...UM 

.ONES ACTION 4M 

nr<ANA JONES FA1E OF AILAWiS 
AOVIHtW II MCO) M*» 
iilAn: LEGOiS C* CHAOS I < MEGl "41 
3HAR 3 ( I MEG; » M 

jEisTomE - <e<w 

ir«-*> MACOEN'S lU 5| FOOTBALL Wt 

JUWMJC "AH" 1 1 MEO) " ** 

<?*0(JT0PIAI)(1MB*» 

«GO . tUt 

AICKOFF3* TB 49 

KtDCHAOt* ...„. ITM 

•I NOMA'S R H MEG) - MM 

KNIG-TSO" <MtSK*HMtUl OM 

•BOBTTB SUPER Fift-ouse Mm 

LA!iE" SQUAD . ~ BBS 

LE0CNDSOFVAl0URilMEOliNOI7l ISSB 

iflSJIC 5UTT LARRY t |l MEO) 11.41 

i BMtM SUIT LARHV ill MCO) 11« 
LEISURE 5UT LARRY ) 1 1 MEO) 1141 
L(MM'«S - DATA &SP IZM 

IDMMDtl _.1tM 

LEMMPiCSOATA C4SK * OH NC* *» 
LPKS • I0OLFI (I MEGl 

I HARP C**Vt HECACMtlll 11411 

LOHOS O' CHAOS MM 

LORDS O' THE REALM <1 MEOl * !' 41 

LOTUS 3 THE FPM.L CHALLENGE 

|l nHM — UM 

1 HUE D* THE -EMt---HE^ . I ME*>. 1 1 4- 



BM 
!'-» 
1149 

K4B 

use 
IBM 

IBM 

....|M 

10 49 

IBM 

MM 
I'M 
I7» 
UM 

11 A* 

rm 

■ H 

ID 49 

I1M 
MM 

104* 
1049 
WI4B 

■ M 
IBS9 
ll» 
ID49 

f 49 
UM 
J4 19 



UK 



CkAMPONSiIMEO) — . 

manchester united 

MCROMAfHP.ES 

MONOPOLY 

MOniAL-OMBArdUEO) 

NO* FALDCS GOLF 

ON THE BALL 

KAGuEEDlT<P4(lMEO> 

iYORLO CUP EO'ON 1 1 MEGl* 

OVERDRIVE 1 1 MEQI __. . 

PATRICIAN { I KG) 

i-NBALL DOUBLE PACK (l MEO) 

IPP4BAU DREAMS B FANTASY Si 
PftBALL DREAMS (I MEO) „ 

IftBAHFANIASCS 

PBMCfl MEGl* ■ 

PDUCC OUCST 1 (I MCft) • 

PO« KMCNf-P - «Vli DATA DISK IMSIJ 
NMMR MANAGE" 1 (I MEOl 

•-•ONCE OF PERSIA <i MEG) 

PROJECT « (SPECAL EDITION! |l MEOl 
RAOAOAD TYCOON 1 1 MEGt |Wt)Pl 
REACH FOR THE SKIES 

REALMS 11 MEO) 

ROAD RASH .. _ 

RCBIMSONi "lyultM 1 1 MEO) 
flOn-ESCRFT __ 

HUiBY lEAGJf LOACH I ■ "I'-i • 

SABRE TEAM 

BCRAML1 lUSGOLD) 

BfCONOSAMURAI |l MEGIINOH) 
■Om O* MOM4E- |l MEO) 

SECRET C* MCPMfv .SlASO r (t MEOl 

5F'.sibl£ so:ceh scaMM 
■ i ibm i soccer 

INIERNATOHAI EDITION fl MEOl 

SETTLERS _ 

•i^MOOV-ORLDS I M0 lit 

BBMfTWMOEtil MEDt — - 

SB* CITY DELUXE 

I.SIM OTY. FUTURE CITIES B 

TERRAACDTTOR) 

'i THE SORCERER • 1 MEO) 20 99 

SKIOMARPSIIMEGl 174* 
SOCCERKID . .1IM 

SPACE CPtlSAOE INOII)' II.M 

SPACE HLU ISM 

SPACE LEGENDS 

tUm COMMANDER MEGATRAVELLER 
EUTE1 II MEO) „ , BM 

SPACE QUEST J 1 1 MEGl ■ - UM 

SPECIAL FORCES ft MEGl ION 
SPEEDSALLt «99 

SPORI5 MASTERS 
MA GOi'. NO' WS. ADVANTAOE 
TfMH EURCPEAN 
CHAUPIONSHIP-S 19MI (' MEOl 

StAROUIT 

STARLOROtl MfOI- — 

SUPER FROG II MEGl 

SUPREMACY it M(G| 

■ilMURBAN COMMANDO 

SlMVlNOPJ _ _. 

SVNOCATE II MEGl 
T) iCOIN OP| 1 1 MEG) 
TACTCAl MANAGER 
ENGLISH LEAGUE (I MEG) 

THE BLUE 1 THE GREY 1 1 MEGl 
THE GREATEST 

JIMMY WHITES. LURE OF THE 

TEMPTRESS OUNE)(1 MEO) 
THE LOST TREA5L«6C*i^FOCOMi 

iMaASSC*fC©0»TClTAOVENTl«S IBM 

THEME PARK II MEG)* MM 

TRAPS N TREASURES (I MCOl" 1B«I 

U,TMA<KNO'fJ .— SM 

VALHALLA < 1 MEO}* .. UM 

YTtALLOHTuMEQl- IBM 

fiFMBlE' H.Ci9* LEAGUE 1 1 MEGl ' ' 49 
YYHEN TWO WORLDS WAR | ■ MfGl 1149 



. an 

11 4B 

am 
turn 

1049 
ISM 

2149 

7m 

1B4B 
il AS 



WILDCUPSOCCERHMEOI* 17M 

WANQ COMMANDER i ll MEGt 7M 

nilKUI.... ...... - .. .. .. 10 M 

wclo cup osa 94 < i meo) ■ . „ ibm 
world cup year 94 
iooaj. championship manager <m • 
data disk. striker 

sensible soccer) meol mm 

roOLHWCQ) AM 

iOOl J.i MEGl . . .. . . »W 



AMIGA EDUCATIONAL 



10 OUT OF to UMU ESSENTIALS 
AGES M, CREATES AN IDEAL 
FOUNDATION FOR CHILDREN TO 

BUILD ON il MB INSTALLABLE) . 1IM 

10 OUT OF 10 ■ ENGLISM . 
MMII-lfl COVta*, MAJOR ARIAS 
OF ~-*E NATIONAL CURRICULUM 

11 MB INSTALLABLE) -.IBM 

10 OUT OF to JUNOR ESSENTIALS 
AGES 111 BUILDING FOUNDATIONS 
FOR MAN! AREAS OF THE NATIONAL 
CURRICULUM II MB INSTALLABLE) IBS9 

10 OUT OF 10 ■ MATHS NUMBERS 

AGES B IB NATIONAL CURRICUltiM 

|l MB INSTALLABLE! . .IBM 

ADI OCSe (NOUSH PACK (14-16 YEARS | 
i VB DOUBLE AGE GROUP PACK 

THE PERFECT OCSE REVISION TOOL 3JW 

AO OCSE FRENCH PACK 1 14. IB YEARO 

I MB. DOU1XE AGE OROUP PACK 

THE PERFECT OCSE REVISION TOOL »M 

AJ» OCSE MATHS PACK (14- IB YEARS! 

I MB. DOUBLE AGE GROUP PACK 

TMMJWEOO*^RCVVSIC!NIOOL »M 
'UN SCXKX J IM YRSl . 
fun SCHOOL 1 (S-7 VR5J 

FUN SCHOOL 4 (3 5 VRS) 

FUN SCHOOL 4 H-T YR» 

FUN SCHOOL 4 17* VRS) . .„ 

FUN SCHOOL SPECIALS 

MERLiN'SMATHSC-IT YRSl IT 99 

5PEllP*jFAlK(T-1JYR6l <T.M 

>•>: .us- ii m i raecii 

CONFORMS TONA'ONAl 

CURRICULUM (1MB) - IBM 

MICRO FRENCH BEOlNNER TO 0C3E 

CONFORMS TO NCURRICLR.UM {I MB) IBM 

MICRO GERMAN REC.PJNER TO OCSE 

AND BUSINESS LEVEL CONFORMS TO 
NATIONAL CUWRCULUM 1 1 *M) IBB* 

MICRO MATHS 1 1 »RS TO OCSE 
CONFORMS TO •vDjRflO-LUM IIMB) IBM 

MICRO SCIENCE 9 YRS TO OCSE 
CONFORMS TO IBMMMMUM |1 MB) IBBV 

MICRO SPANISH BEGINNER TO OCSE 

COW OHMS TO NCdRP'OALM IIMOl IBM 
MBWMATMS|AlEVe.COU"SE)|1Mai IBM 

NODDY'S BIO ADVENTURE SEQUEL 
TO THE POPULAR NOOUY 9 PLAYTIME 
iHf. <1 MS. MtnALLABLCI in i ttt 
NODDY'S PLAYTIME SUPERS NOOOY 
THfMIO EDUCATIONAL ADVENTURE 
SUITS AGES !• |1 MB. INSTALLABLE! 19 B9 



A1200 VERSION AMIGA CD32 CD s 
APPLICATIONS 



I'M 
I'M 

M 

tti f, 



A 1 200 WORDWORTH DEALS 

WOROYYORTH V} ADA WORD PUBLISHER 
NEWlOWBRCE 1 1 MB EATIHNAl 

OBfK OR HARD OF* YE REQUIRED! MM 

WORDWORTH VS* AO A WORD PUBLISHER 
THE LAIEST AND 0REATI5I VERSON 
OF TOP QUALITY AORO PUBuSHER 
PACKAGE (?U8 EATlRNAv DISK 

i III HU I III I HHBIBlni MM 



D(LU>[ PAINT 4 ADA fsrWCED 
VEI4SlO>IF0nAIAliANDA*)00a PA-NT 
Al*2 ANRAAIE P* U" TO SO 000 COLOURS 
FRCM 'A ' "u. ON U UB EXTERNAL 
DISK OR HARD DRIVE RECMREDl MM 
VT8TA PRO lUTlJ CREATE SPECTACULAR 

VRTUAL WORLDS W-TH this POWERFUL 

SCENER" CREATOR AND ANIMATOR 
EPEOAl LITE VERSION "J RUN ON A IJ00 
ORA4O0O li MB. DRIVE REQUIREOi BAM 

BRILLIANCE VI ADA LATEST VERSON 
OF "Wl PHEMIFH PROFESSIONAL ART 
PACKAGE * MM 



AMIGA APPLICATIONS 



AMOB- CRAFT 

E'TENSION TO AMOS GIVING OVER 1W 
NEW COMMAMIS *NI) iNSTHdCnoNS 
HECURE5 AIAG5 0" AiCS PBO*tSSCNAl 
|IMB INSTALLABLE! IBM 
AMOS PROFESSAONAL MORE 
POYiERFUL AND PROFE-gSIONAl 

VERSON OF BEST BELUNO OAMES 

CRf AlOR MOPE CTUMATftVi MORE 
FLE4IBAJTY AND BETTER USER 

•ITER'ACC 1 1 MB INS* - ' ' : ' 11M 

tLITZBABCl BRAND NEW FAST AND 
EASY TO USE VtHSON OF BASIC 
COMPLETE YfllY* MANUAL AND COMPILER 

System the hottest new 
lamiuaoe available _ mm 

deluxe pamt 1 a very rowef*ul 
art and animation package with 
£ "tensive features a best seller 
and a top a1yaro winner many font 
and printing options and sample 

ANMATlON AND ART *«,l0eD 

il MB INSTALLABLE! IBM 

DIRECTORY OPUS 4 COMPLETE 
DIRECTOR' AHD FILE CflOANISING 
SYSTEM INVALUABLE 10*1 HARD DRIVE 
USERS 1 1 W INSTALLABLE I • 49.99 

FMtAl WRITE" (RELEASE I) 

FICEUENT YVORD PUBLISH**! SYSTEM 
WtTHOVER lOOtYPEtACES EA5» TO 

uSEaM8.L«VlflE0u*>6D)- 74M 

•I ARM A BARBARA ANIMATION 
WORKSHOP FOR CARTOONS F t C iS 99 

HOME ACCOUNTS THEORKIINAl 

•SWOil 0* THBJ MCMEi IbAWOEP 

•NSTAlLABLE) I.BB 

KANOWOROS) FULLY FEATURED WOPO 

PUI?4I5HER(1MB •NSTALLABLE) IBM 

MINI OFFICE PiTEORA TED WORD 
"ROCESSOR SPREADSHEET DATABASE 
ANDOEBIUTIUTCB UMB tWAUABlf B99 
MONEY MATTERS (HOME ALXOUNTBSt 
LATEST VERSION OF THE EACEUENT 
MONEY PACKAGE fHOMOIOiTA 
(1 MB. MSTAlLABlE) MM 

PCTAMl CAXOVAlA«B9UPUPC 

EMULATOR ALLOWP.O IBM PC 

APPLICATIONS TO BE USED ON >OvB 

AMijA PLEA&E NOTf 'HAT THfi IS NOT 
SUITABLE FOR WIMXISVS OR HIGH 
END APPLCAT IONS REQUIRES MS DOS > J 
OR ABOVE <| MB *43TALLABlE) MM 

PEN PAL EASY TO USE WORD 
PROCESSOR (1MB INSTALLABLE} 1799 

PUBLISHER I PACE lA-OUT PACKAGE. 

iNC?. I MB OTERNAl DISK 

OR HARD DRIVE R£C"-'flSi 1999 




ALIEN BREED SC SOWAK 

ARCADE POOL 

BANIH1E .. ,- 



OUUIIA H STIK 
BUMP N L BURN * 

CANNON FOOOM __™__ 

CAPTIVE J * I IBFRATION 

CHAOS ENGINE 

CHUCKROCKi* 

DENNIS 

DISPOSABLE HERO _______ 

DLTJVSENCHMiTED WOOOB* 

DRAGONSTONE . 
ELITE 1 

EXILE • 

ElTRACIDPS THE HAMjING 
GARDENS OF 1ARG ■ 

FIELDS OF OlORY • 

FlRE AND iCE 

OUN&HIPJOOO 

HCMOALL I. 

R*<OSS>3LE AHBSION . 

lAMESPOND"! OPEHAllOHSlARHi-r. I 
«IC" OFF S • 
'INOFIN- 

LEMMtMGS 

L'TIi DtVlL 

LOST Y1KII.Q0 <-■§■ 

LOTUS TRILOGY IIOTUS II I • R 

MAN IITT) PREMIER IFAQUF CHAMPS *'B*TA 

NICK FAlDOS QOLF BM 

Pi NBAlL FANTASIES IBM 

F*RA1ES GOLD ItM 

planet football* rsm 

R'DERCUP >1*»» 
SABRE HAM IBSi 

SECOND SAMURAI 

EENGKILE SOCCEIT 

naMU SOCCER - 

iiitER"<A TONAL EDITOR • "M 
&4VON THE SORCtRtt • am 

Sleepwalker 

soccer kid • um 

super froo mm 

IMIVIAl PURSUIT 1999 

UFO ■ ENEMY UNKNOWN * UM 

ULTIMATE BODY BLOWS 

I SCO' BLOWS A BOO- BLOWS GALACTIC - 

UNIVERSE • SB 

iMIirLfv r-'ERNATiCNAl SOCCER 

WlO CUP SOCCER • ... iBBI 

TOOL? <B9B 



DIGITAL VIDEO CD 



OIOITAL vnOCDB FOR CDO OR TO 
FITTED WITH fMV ADAPTOR 

BEVERLY HILLS COP (RATED It) . .. ISM 

BON XIYT- KEEP THE FAITH. IBJB 

DH'AM AL^AMS > WAKINO U** THE 

HI I'",hR-i iRC 119B 



UA'ID BOWIE - THE VIDEO 
COLLI CHOHIRATfO i-.. • 

FATAL ATTRACTION I HA TED II) _ 

GHOST (RATED IS) 

INDECENT PROPOSAL (RATED IS) 
-ATI BUSH THE WHOLE STORY S4 • 
RATROT GAMES (RATED '«) 
PPIKFlO-D THE CELCATi SOUND 

OF THUNDER* 

QUEEN GREATEST Fll* IBM* 

STAR TREK VI (RATED PO) 

THE CREAM 0* ERiC CLAPTON* 
THE CR'PAj GAME (RATED IB) • 

THE KRA'S. RATED HI* 

'P4A TURNER SIMPLY THE BEET - 
TOP GUN (RATIO PO) 

WA'Nfr B WORLD (RATED IS) 

WITNESS iHATEOIB 



HS9 



FREE PRINTER LEAD 

with all printers 
citizen abc printed 
with colour kit 

jappi bo column im 
l^p*t-s4losi.q i c-wt font 
roM p L.£Tt with met eas- start 
sorrwAnE i year warranty 
II 



canon OJ M0 BUBeiE JET PHBNTER I1B 99 

CANON BJ10-S1 BUBBLE JET PRINTER (NEW LOW PRICE) IBS M 

CITUTEN 5 W1FT JO0C PRMTEP WITH COLOUR KIT. J4 PIN ISAM 

CITIZEN SWIFT 2*0C PRTNTER WITH COLOUR KIT. 24 PIN 21B M 

CiTilEN TRACTCR PEED KIT FOR CiTlTEN ABC PRINTER 37 M 
C1TLTEN PRPHER 0RIVER ATT FOR AMIGA SLATS AlL WORKBENCH 
VERSIONS FROM I -I TO 1 (1 ENHANCES PRINT QUALITY 
FNOMCi't/FNSWVT PRlliTERS OUTSTANDINO RESULTS 

EPSON LO-100 PRINTER.. 24 PTN - NEW LOWER PRICE 




PANASONIC KXP7I7S COLOUR PRINTER. 2* PIU _ ~ 

WITH f*CE WC*-OWOnTH WORD PROCEilEOR WHLST STOCKS L 

STAR WINTVPE 4000 LASER PRINTER - ~ ~ ~ 

TONER 1 .i FOR STAR AWYTYPE AUOD LASER PRMTER 
*9I CARTRTDGE (BLACK) FOR CANON ELMOE* ORBJ-10SX 

rm. CARTRIDGE IBLACAI 'OR CANON BUM 

PAS CARTRIDGE iPAACKI 'OR EPSON STYLUS BOO "RINTtfl . ... 
RSJBON iBlACKI FOR CITIZEN 1*. 100 tJ* HO OR ABC PRINT E" 

HUOGN iDUAC-l FOR CITIZEN 9. 90 OR 1JOO PRINTER 

RtlBON IBLACR) FOR EPSONlQ ISO 

RCBON (BLACK) FOR EPSON LQIOJ PRINTER 

AMBON i BLACK i FOR PANASONIC KlPi l»4. PJIPflBO 

HBBCN i BLACK i FOR STAR IC100 OR LC10 PRWTIR 

RBMOM ilILACP) FOR STAR ICrt-S) PRINTER - 

HURON (COLOUR) FOR C'TI/tN S 00 14 XB T»* "MO OR ART. 

RSBON iCOlOUR) FOR EPSON LCUMI . . ...... 

rbbon icoiouni 'OR panasoy-c KWtTSN kipjim 

BMJJOH iCOlOURl FOR STAR LCICOPRPITER 

RIBBON COLOUR! FOR STAR LCKD PRP4TER , 

PRWTIR STAND FOR ANY PRINTER . 

PWAVTER LEAD iRAAALlEU t S METRES FOR AMIGA ST OR PC 
FRNTFR LEAD iPARAHEL. 10 ME'HfS KM AMjOA ST OR PC 

PR9VTER LEAD iRARALLEL) S METRES FOR AMK3A ST OR PC 

DUST COVER FOR SO COLUMN PRWTER tClEAR PVQ -. 



11M 

t]7M 
189 M 



MEGADRIVE GAMES GAME GEAR GAMES SUPER NES GAMES 




m -HI • SEU OFRCIAl U. VERSION? 
• - NEW ITEM 

MEGADRIVE 2 

WITH SIX GAMES 
- 3 CONTROL PADS 

109.99 

CHAOS ENGINE MM 

f A SPCRTS SOCCER 1 4 PLAYER i X AS 

AJNOlE STRIKE 7SM 

MORTAL KOMBAT 1 • . 4XM 

PETI SAMPRAS TENNIS I JC ART) 

(4 PLAYER :. n-E , S4.99 

PGA EUROPEAN TOU" UM 

ROAD RASH 3 IBM 

STREETS Of RAGE 1 MM 

URBAN STRIKE ... MM 

VIR1UA RACING MM 

■ "K, IBM 

DUNE f OSATTLE 'OR AMRAKlS) Jl » 

sum i Monaco op tin 



MICRO MA'. •• '■- ■- 
COLUMNS ... 


2499 

... BM 


NBA JAM 

SONIC 3 . 


. BM 
IBM 


ALACON 


JAM 


,,-.<.'- ■■•I "i ■ 


.. . IBM 


STAR WARS 


MM 


DONALD OUCK 1 


'999 


WORLD CUP USA 94 


24 99 


SENSIBLE SOCCER 


I2M 




CFFtlAl UA YEASIGNS 
NEW REM 

SUPER NES 

WITH F- ZERO 

• 1 CONTROL PAD 

79.99 



GAMEBOY GAMES 

SUPER MARO LAND 1 i_ . *I 99 
ZELDA LINK'S AYYAKEMNO M.M 
IXINKE- 1 "ONri -M iSGi' KM 

TETRIS 3 (SG) - ...UM 

RMHU DREAMS . 17 M 
SUPER MARIO LANOl SUB 

MOMtTsM MAI 214B 

TERMINATOR . II M 

CAST LEV AN! A 2 ISM 

WORLD CUP USA 94 24 9B 



FIFA SOCCER 

SIM CITY _ _ _ 
PGA TOUR GOI' 
SUPER MfTROlD 
STUNT RACER (« ■ 

SIARWKY4 _ 

ME OA UAH ■ 



ISM 
1S94 
14.99 

|| BJ 
4149 

H H 

J2W 



MORTAL AOMBAT3* ... . B2.M 

PO!" AND RACINU I ' 

OtSEHTFOHIIR M« 

SinfFTFOHTER TURBO MM 

SUPER MARO HART n 99 

NBA JAM 4B M 

JOHN MADDEN SS ITM 




AMIGA CD32 

CD BASED CONSOLE WITH A I ZOO 

JC0IT POWER MS 001 COLOURS 

FROM A PALLETTE OF IB 7 
MILLON. 1 MB RAM 'AST 14 MHi 
eBtMPHOCESSO*' PLA'SALOO 

CO ■ VVl ON SCREEN OOPlAV AND 

COITAL VIDEO CDs WITH 
OPTONAL FMV ADAPTOR 



'm 
7M 

'W 
ISM 
10 99 



PHILIPS 
CDI 450 

279.99 



PANASONIC 
REAL 3DO 

395.99 



AVAILABLE SEPT 94 
TOR lOADMG CD. PLAYER WITH INTERNATIONAL 
TENNIS OPEN AND CONTROL PAD LOW COST 
ALTERNATIVE TO ESTABLISHED C0i210 WITH FULL 
AUDIO CD AND PHOTO CD CAPABILITIES 

CDI GAMES 

7TH QUEST (FUV CART REODl «... 41 M 

ALIEN GATE IBM 

K ETHER 20. BS 

LINK. THE FACE 5 OF EVIL 77 H 

MY5TIC MIDWAY PHANTOM EXPRESS » » 

PALM SPFONQS GOLF .31 SB 

SPACE ACE IFMV CAHT REODl 41 90 

TETRIS 22 99 

VOYEUR (RATED 161 _. HH 

ZEcDA. WAND OF GAME l ON M W 




AVAILABLE 5EFT 94 
WITH TOTAL ECLIPSE GAME AND ONE CONTROL 
PAO NEW CD BASED CONSOLE WITH 32 BTT RISC 
CPU. 1ST MILLION COLOUR PALETTE. 16*T DSP 
SOUND CHIP AND 3MB RAM. 1MB ROM KODAK 
PHOTO CD AND AUDIO CD COMPATIBLE 
FMV ADAPTOR AVAILABLE SOON 

3D0 GAMES 

ESCAPE FROM MONSTER MANOR 5* 99 

JOHN MA CO EN JDO 34 99 

ROAD HASH TOO 39 M 

SHOCKWAVE 34. M 

SUPER WING COKIUANOCn 34 99 

THEME PARR 39B9 

TWISTED , SAM 

FOR MORE DETAILS CALL OUR SALES LINES 



AMIOA C0S2 SPECTACULAR VOYAGE PACK 

WITH MICROCOSM AND CHAOS ENOME 'AO 00 

PLUS TWO RACK AVAILABLE ONLY WHEN YOU BUY 

a cos? Elite 2 CD and trp/ial pursuit cd just add itjm 

COMMODORE FULL MOTION VIDEO-CD MODULE 

FOR AMIGA CO V OWES CD S? HIGH QUALITY FULL MOTION 
VIDEO CAPABILITY FOR MOVIES MUSIC VIDEOS A NO GAMES 
THAT FEATURE FULL MOTION VIDEO GAME PLAY 
SIMPLY SLOTS MTO BACA OF CO-32 19B99 

DPISBOOORE 

•rmo* mo 



DYNAMICS 
CONTROL PAD 

FOR CD-I? 
IBM 

OUKKSHOT BOUNOMATS 4 
STEREO SPEAKERS I PAIR) 
'OR AMIGA C!> 3? OR PERSONA 
SIEREO VOLUME AND BALANCE 
CONTROL BASS AND TREBLE 
BOOST 4tV>4W MUSIC 



SON' SRSAJU POP TAB IE SPEAKUM 

WITH BURT OY AMPI I'lER ONCFt SWITCH. 
VOLUME CONTROL. 9SMM DIAMEIER 
rtFEAnERS lOCN. TO" UOE WI"W"UH"( 

DrSCMATf CDS? OR AMKJA. MM 

Hid AUDIO LEAD AMlOACD»ST TO STEREO JM 

MCDlALirt • i.L ORAHCR I*JC-*PACV) .... ■» 9« 

b^COf f NOEAT U"i'.-" AT/APT OR FOR SCAFfNfiEAT SPSaAERS 7.BQ 





- 

ISM 
....ISM 
HM 

i* let* 

. \tm 

I 



SETTLERS 

20.99 



WING COMMANDFH 
MEGATRAVELLER 

& ELITE 

SPACE LEGENDS 

9.99 





SPEEDBALL 2 

6.99 



SKIDMARKS 

17.49 



UFO 

23.49 



K240 

18.49 




AMIGA A1200 



AUAIlCOIMClUOfMCVSe BUILT-IN TV WOOULATC* 
i UB AIM EXPANDABLE TO 10 MBFA5T I* MHz MOM 
•nOCf MOBNEW AG* GRAPHICS CUP SET 
St OX SCREEN COLOURS HVM 1»T MUION 
4 CHANNEL STEREO SOLNOBUtLT IN FLOPPY DI5>. DF6VE 
BUILT IN INTERNAL HARD DRIVE INTERFACE 1CC1 
AND I YEAA e*-M0ME SERVICE WARRANTY 

AMIGA A1200 2/0 DESKTOP DYNAMITE 
WTTh WOROWOPTH 20 AOA DESKTOP PuBLrS»ES. 
OEfSONAl PAINT rv AOA PRINT MANAGER OSCAR 
AMD DENNIS 1*0 DO 

AMIGA A1200 2/0 COMBAT INNOVATIONS 
WITH WOROWORTM 1.0 AOA DESKTOP PUBLISHER. 
PERSONAL PAINT (V AOA, PRINT MANAGER 
DA* BY DAT. TOTAL CARNAGE. 

BRIAN THE IIONANOZOOL2 MOW 

AMIGA AIJOO COMBAT INNOVATIONS PACK 
AS ABOVE WITH INTERNAL IS' HAR0 DRIVE 
I'fXVtO COMBAT - 80 MB DRIVE B10 00 

AIJOO 21120 COMBAT . 120 MB DRIVE 6WO0 

. ■ ■ SM DO 

ACOA PLUS FOUR OR CHAOS PACK If YOU WISH 

FOR HARD DRIVE PACKS PLEASE PHONE TO CHECK 
L*T1ST PR« AND »VA*ABAiTV 



AMIGA AIJOO 2rt) LEMMINGS 3 PACK 
WITH LEMNWNGS 2 AND DELUXE PAINT 3 



MO I 



AMIGA AI3O0 LEMMINGS 2 PACK 
A5 ABOVE WITH INTERNAL 2.S' HARD DRIVE 
AIM02*J LEMMMOS - 60 MB DRIVE 46000 
A 1 200 211 30 LEMMP4QS • 120 MB DRIVE BOOOO 
A'?002/170 LEMMHOS - 1'0 MO DRIVE SW DO 

W*CSS a*CLUC€ LEMMINGS If AND DEiy.E PAINT 3 

A600's WHILE STOCKS LAST 

AMIGA A600 1/0 WILD. WEIRD 
AND WICKED, PACK 

WITH DELUXE PAINT J. PI GRAND PRIX 

- J'/lW A'.U H'Jl I ■ J100C 




•SPECIAL DEAL- 
ADD a plus FOUR 
OR CHAOS PACK 
WHEN VOU BUY ANT Of 

THE AMIQA3 LISTED 
ABOVE YOU CAN ALSO 
PUOCMASC ONE (ONLY 
ONE) Of THESE AMAZING 
VALUE PACKS 



PLUS FOUR PACK 

i elite 2 batman returns, lemmmos? 

6 CiVIUSAPON AQAI JUST ADD. 

CHAOS PACK A1200 

(CHAOS ENOWE. NICK FALOO 
GOLF PINBALL FANTAS* A 
SYNDICATE) 

JUST ADD 14.M 

CHAOS PACK A600 

.chaos eng<ne nick faloo 
OOlf fhnball fantasy* 
ivudcatei just add sm 





SWIFT TP20O JOYPAO FOR 
AMIGA'BT TURBO FIRE AND 
AUTCIRE 
SM 

COMPETITION 
PRO EXTRA 
JOYSTICK 
FOR AMIGA 1 ST 
CLEAR BASE. 
MtHOSWITCHED 
WITH AUTOFIRE 
UM 

OUICKSHDT I17F PYTHON 
JOYSTICK FOR AMIQA'ST 
AUTOFIRE 
I.M 

CHEETAH BUG 

JOYSTICK FOR 
»' 3.A.C-1 

M CftOBVf rCHCO 
WITH AUTOFIRE 
11.1 

SCORPON PLUS JOySDCK FOR 
AMIGA'S T AflCAOE STYLE WITH 
TURBO FIRE 
I lo w 



OUICKSHOT IJ6F 
MAVERICK I JOYSTICK 
FOR AMIGA'S- 
AUTOFIRE 
11 M 





FREEWHEEL STEERING WHEEL 
(O-GITAL) 
SUITS MOST 

MVIN0 
,-md: 

M.e* 

SAITEK I 
MEGAGRIP 1 
JOYSTICK I 
POP) AM Miff 
AUTOFIRE I 
11.«l 
SUPER PRO ZIP SUCK 
JOYSTICK FOR AMtGAv5T 
MKROSWITCHED WITH 
AUtO*iRE 
11. ft 



-- ; |.-T,.-- MALOHflP 

MICRO SWITCHED AUTOFIRE 



OUCKJOY 

I JET 
FIGHTER 
I MICRO SWITCHED. AUTOFIRE 
1MB 




*.W 5PtED*.tf*i AtiA'-OOUl 

joystick for amiga enables 
prqportionai. control on 
Suitable software 
autofire 

KM 




MEMORY 

Si ft AMI0A RAM NO CLOCK FOR ASOO OR AKCv I T.» 

Sun AMIGA RAM • CLOCK FOR ASOO OR A50Q... *0 M 

' MB ASOO PLUS RAM UPGRADE • CLOCK . IT M 

• MB A60C RAM UPQRAOE • CLOCK AS 00 
A m PCMCIA L"a»WD( 'OR A60CO" »IK» 

PIUjS DIRECTLY INTO SMART CARO SLOT ... 160 OS 

OMEGA FPU • 4 MB RAM FOR AMIGA AIJ00 
SPECIFICATION AS »OR OMEOA Ram BUT WITH 

ADDITIONAL 6H8t FLOATING POMT UNIT FOR 

MATM& AND ORAPHCS ACCELERATCN 2W 99 

LEADS 

ANTl*JRQi4WAV 

MULTIPLUG EXTENSION 

"ROTEC'S AGAIN9' 
ELECTRICAL SURGES 
MB 

ANTl-SUROE PLUO UM 
HI* AUDIO LEAD - AMlOACOBSt TO STERCO 1 

i ' 5 METRES : " P H ONO PluO.6 '0 2 1 "HONO PILOSi 

CAN ALSO BE USED TO CONNECT STEREO VIDEO 

TO Hm AND H-PI SEPARATES TOGETHER . . ..)*■ 

JOYSTICK SPUTTER CABLE FOR AMO* OR ST. 

C0T4NECTS 1 JOYSTICKS TO 1 PORT SM 

ROBOSHIFT INTERFACE FOR AMOA OR ST 

PLUGS MOUSE AND JOVBTCK INTO ONE PORT ...UN 

PORT EXTENSQN ADAPT OA FOR AMIGA OR ST 

iPACH Of TWOi UTtNDfl IV Jl CM IN 

ANALOGUE JOYSnCK ADAPTOR FOR AMOA 

ALLOWS AN* IS-P1N PC XlYSTlCK TO BE USED 
ATHOAMU THAI FEATURE ANAlOGuE CONTROL 7H 

NULL MODEM CABLE 'CONNECTS I COMPUTERS 

FOR HEAD TO HEAD PLAYING ON CERTAIN GAVIE S £UC h 

AS POPULOUS FALCON «N)OHTS C THE SKY. 
FORMULA I GRAND PRIl AND VWOOM) * H 

PRINTER LEAD IPARALLED 1 S METRES. 7M 

SCAPT LEAD AMIGA COM TO TV WITH BCART WUT 
RfCiUiRES TV WITH MANUAL 5CART CHANNEL IN 

5CAHT LEAD AMK1A TO GOLDSTAR TV. *tt 

SCART LEAD AM-3A TO PHBJPS TV SM 

SCAHT LEAD ■ AM*iA TO SAMSUNG SM 

SCART LEAD AM*GA TO SONY TV |H 
SCAPT LEAD AMOA TO TOSHIBA v«T»CHI TV 9 W 

SCART LEAD ■ AMOA TO TV ¥WTH SCAR! INPUT |H 
TV LEAD AMIGA CD M TO SVHS TV OR VIDEO • X 

UOMIORLEAO OB B roOMMBIOMS I H 

MONITOR LEAD- AMIGA TOCMBBH I0S*S Ml 

3YOEC AMOA POWER SUPPLY (SPECIAL 

COOL RUNNING TflAIiStC*MER| 11 M 

COMPUTER CARE 

CJ_EA)*Xi IUT FOR COMPUTERS (WITH VAClA-W IT M 
DUST COVER FOR SO COLUMN PRWTER i CLEAR) 4 M 
DUS'COVERFOR AIJOCi.CLEAH =VCl -4M 
DW3' COVER FC«A6W(aEABt-VC( 4M 
CVST COVER FDR Ai d OR '"<m ST iCI.EAB P'.C, 4 »• 

OUST COVE" "OR MOMTOn ICLEAA PVC) in 

HCbSiHCuKiHUC'PtACf TOSTONT >0u» *K»W; .4.40 

CONTROL CENTRES 

P REM EH UNI CENTRE AUGA 

■TMM LMVIMAL STAND m COMPUIBR 

MONITOR STA/4D AND SHELF FOR f "TEN-UN. 
FDWIIERALS CCJES P-AT PACKED) M V» 

PREISER UNI- CENTRE »LUS FOR AMIGA 
EXTRA LENGTH VERSION FOR OVERDRIVE 

ANDOTXRPEHIPMERAL5 42 H 

DIGITISERS, SAMPLERS & SCANNERS 

TtO*)*0«OUM) TUBBO I SOUND SAMPLER 

REAL TIME SPECIAL E«ECTS WORKS WITH ANY 
AMOA i MB RAM REOUUCO » W 

V«OUASTERFOfl ASOO OR ASOO- COMBINED 
vi'io . giii^eB NMD UAW •><• . ■ ■ IMS -■ H 

2*DEC HAND* SCANNER FOR ANY AMGA 

i.i>*.' *.-..( it • IWOUITIGM 

■4 WULATEOQREVSCALEG. INCLUDES 

lia> •*•,". "it.-i'.. , :^'(»L - turn 1', ->t 



OUICKjOy fOOT PEDAL FOR 
AMIGA OR S' 11.M 



OVERDRIVE V.3 HIGH SPEED HARD 
DRIVES FOR AMIGA A1200 

■THE FASTEST OH) VE EVER REVIEWEO BY CU' 
3 6' OUAUTV IDE HAR0 DRIVE. AVERAGE ACCESS 

TIME 12MS. STYLED TO MATCH AMIGA 
EASY INSTALLATION ■ PLUGS INTO PCMCIA SLOT 
AO TOOLS AND i YEAR WARRANTY 



OVtROFWE V3 1TOMB EXTERNAL HARD DRIVE FOR AMK1A A I TOO 
OVCROMVE V 3 210MB EXTERNA; HARD DRIVE FO*t AMIGA A12O0 
OVERDRIVE V 3 3SI1 MB EXTERNAL HARD DRIVE FOR AMIGA A I POO 
;-ERO*»VEV3 340 MB EXTERNAL HARD DRIVE FOR AMKIA A 1 300 

:.ERQB.f .J *JL- MB txT ERNAl HARD DRIVE FOR AMIGA A ' TOO 



Mm 
389 m 

399 M 
3»M 

INTERNAL HARD DRIVES FOR AMIGA A1200 & A6Q0 

>MR0 OR>VES HUH SPEED J T ORiVf IS MB ACCESS TIME (APPROXt 
i >IAP( WAmANTY KIT COMPLETE AND EA5Y TO FIT DRIVES FULLY PREPARED 

NOTE THAT OPENING YOUR AMOA MAY INVALIDATE THE WARRANTY 
V MB INTERNAL HARD DRIVE 32K CACHE (CONNER I FOR AMIGA A120O IMM 

■ -AHr-IMIIVr "F ' 'V.H-.- ■ , - i . , a - - 

tO 6S INTERNAL HARD DRIVE S4K CACHE (IBM) FOR AMGA A1JO0 1*tM 

6C MB *.TIF<hAl HARD DRIVE *4K CACHE (IBM) FOR AM"GA A6O0 149 99 

120 MB INTERNAL HARD DRIVE 04K CACHE (AHEAD FOR AMIGA AftOO 169 ■* 

130 MB BfTERNAL HARD DRIVE 64K CACHE (ARE All FOR AMIGA A 1200 169 99 



OVERDRIVE CD ROM FOR A1200 

EXTERNAL CO ROM ORTVE COMPLETE WITH MT ERF ACE 
(PLUGS INTO PCMCIA PORT) RUNS MOST EW8IT1NO CD- 32 
SOFTWARE. PHOTO-CO. CD AUDIO AND CD.G DISCS 
EX3UUIPGED MJLTi-SESs vNDF vf i.Nr wn» 
MOTORI5ED TRAY lOADMQ EXTERNAL POWER SURCLV 
ALSO INCLUDED AMIOA AND CO AUDOCAN BE MIXED 184.99 
1 YEAR WARRANTY 

THE WORLD'S FIRST PCMCIA SLOT 
CO ROM DRIVE FOR THE AMIGA A1200. 




SCART TV's AND MONITORS 



SONY KVMI400 14" FST COLOUR 

SCART TVMONITOR WITH REMOTE CONTROL 

63 Channel TUNING «EA" SCART INPUT 
HEADPHONE SOCKET TWO POSITION TIlT OLACa 
TniNTRC*> SCREEN. .OO" AEKIAl FREE SCART LEAD 

SONYKVMUOOlGREV) ISAM 
SONY KVM1400 (WHITE) ISAM 
SONY KVM1401BL FASTEXT 244 99 

SHARP 14" COLOUR 

SCART TV.UONlTOR WITH REMOTE CONTROL 
■BQHAN'.Il i LINING "E'iiiL-".' NPUT OH 
SCREEN DISPLAY C«WJ*F TIMER. MB SCART LEAD 
SHARP 14* 1f4M 




ALFA 

MEGAACUSE 40C 
*OR AMCA OR ST 
400 0*N >*Oh 
OualiTT MOUSE 

UM 



rail 



EKUPSE mouse 

r.- 1,-iVAI- HFI1 

290 DPI FOR AMIGA 
10 M 



MC-JSE va" (tTTh 
IPONOE Backing 
4M 




SPECIAL RESERVE 
BRITISH MADE 
ERROR FREE DISKS 



PACK OF 10 SPECIAL RESERVE 

3 5" DSODOISKS WITH LABELS A 

f H[t !--*iTiC .".if. TOP DI3" BO" > 99 

PACK OF M SPECIAL RESERVE 

J 57 DSODOISKS WITH LABELS ...1t>M 

DISK BOXES 

DELUXE DISK BO* 3 5* |60> 
LOCKABLE. DIVIDERS 9M 

MEDIA LIFE FILE DRAWER. STACKABLE 
100 CAPACITY 3 9' DISKS 1AM 
?00 CAPACITY 3 S- DISKS IBM 
SO CAPACITY CDs - IBM 




FREE SCART LEAD 

lITATt AMOA COS. BTi ME0AMI ' OA i. 0" W«B. 

MICROVITEC 1438 
MULTI-SYNC MONITOR 

FOflAA*X»AI30aA*XOORPC COMPlETf 

WtlM STEREO SPIAKSRS 0;* DO* PITCH 

RESOLUTION IS PN ROB D«N PLUO 

ami u a ADAPTOR PlLIQ INCLUDED. 

SUITS ALL AMQA AGA AND ALL PC 

0CRCEN MOOCB TO BYOA 

1 YEAR WARRANTY 399 99 

DISK DRIVES 



EKTERNA. 1 CIS- l>".VE FOR ANY AMOA 

WIT- SONY CIT13EN DRIVE MECHANISM 660K 

FOP9AATTED. QUIET HIGH OUAUTV. SUM LNF 
DESIGN COLOUR MATCHED METAj. CAS! 
AND .L»-5 REACH CABLE 49 M 



"vdec in'ER'mi U*OIBC0F6VlFOnAMnAAM 0NAI6B> 
REPLACES E.uSTWO DRIVE (INVahdATES WARRANTY) 



4899 




SPECIAL RESERVE 
HEAVY discounts 
HUGE range 

FREE - 16 page colour catalogue - jusl phone 

0279 600204 




HUGE rang* of NaroNvira, aottwar*. 
doom, pwlphtrali ind loadt lor 
PC. CD Rom. Amiga CD32, S*ga 
Nintendo. Atari. AppM. Sony. Philip* 
and 3DO. All orflclal UK producis, all 
ni HEAVILY discounted prlcwa 



OiOtr Dy posi. or by pfvowt or com* to on* of th» Special Reaerve 

CLUB SHOPS 0P1M 10am Is lam i E YEN DATS A WEEK 

CHELMSFORD - 43 BrComftBld Rd arourU ina comr from in* qui nation 
SAWBRIDGEWORTH • The Mailings J00 vanM from V* train pawn 

Over 200,000 people have joined Special Reserve 



ALL PRICES INCLUDE VAT AND CARRIAGE 



CD32 SPECTACULAR VOYAGE . . .240.00 



GAMEBOY ♦ FREE KIRBY'S DREAMLAND 39.99 



ATARI JAGUAR C YBERMORPH . . . 219.99 



CDi 450 INT TENNIS ... 



PANASONIC 3D0 TOTAL ECLIPSE ... 395.99 



SEGA GAME GEAR * 5 GAMES 85.99 



WE ONLY SUPPLY MEMBERS BUT YOU CAN 0PDEH AS YOU JO 

Members receive our 48-page Colour Club Magazine bi-monthly 
Each issue 'evwws a selection from our e "tensive range and includes 
at least €30 worth ol coupons (or additional savings on top products 
Members are under no oblgatlon to buy anything 

MEMBERSHIP FEES UK EC WORLD 

SIX MONTHS WAL 4.00 6.00 7.00 

ONE YtAft 7.00 9.00 1100 

oat nil to Mias ui tutu o> tm man ttvj«i akaim en iim ot 11 (ouron 

Credit Card Sales 0279 600204 10am lo 8pm Dally 

CHOICE Or SERVICE ■ PLEASE READ BEFORE YOU ORDER 

Al pnCM mouds VAT and 2-3 worfcng day carriage to UK mainland 
Sort ware and peripheralf are sent by do it hardwara by While Arrow 

Pteaae add 40p ps* poaiad nam if you rsoiare frsi rjasa poet 
PhMM aOd C10 par hardwai* item If you raQjira ovemlgH oomoge 
Hantware Kama (batiery or malre) are only auppked to the UK maniana 
Allow one or two day* lor processing and despatch o* sex* TO ma 
All nems are ridivldually despatched and may nol arrive together 
An order conDrmatior^detpalch adVice/VAT receipt w* lollow 
Oveiseas orders must be paid by credit card (no haidwaie soKl oversea 
Overseas uncharge £? CO per scRwaie tern or 25*. on other nems 
(BLOCK CAPITALS pa MM I 

Name & Address AGUE 



Pottfoapa 



i UM 1X8» m CO 



Phone Ni 



Uesti n 



Enler memberahit) number (d applicable) or 

NEW MEMBERSHIP FEE IANNUAL UK 7.00) 

Dam 



nem 



tut 



"teste im mii Dm *j am tn, optional laai oaivery rnsfge 

ir fawa rnr^pMpnMMII^nfrim 

ALL PRICES INCLUOE UK POSTAGE h VAT 
Cheque/P O /AccessMastercard/Switch'VisA 



i neon caro 

ElPIRr DATE 



'•IVITi - 

_(ISSU6 NO_ 



Cheques payable SPECIAL RESERVE at 

P.O. BOX 847, HARLOW, CM21 9PH 

or FAX a credit card order on 0279 726842 



IrmlUI, KM gmnmm KIM in«y MIWM ■•»• '' » ■■■ ■■■■ U ifiKl 

iva4a»wv t«ii>'» mmrn..! w. lasetya tw -n/n »cnn^ aaeae .ra <mtn ■**■ ; « 

mnfMlai H*CSBCORHeCT AT TIMf O* OOhG TCPH15S 1 > 6* E AO 



SAVE £2.00 

NEW MEMUIS - THIS VOIKHfl IS WMTN (2.00. 
JUST DEDUCT 12.00 OFF THE PRICE Of ANY ONE ITEM 
ORDERED AS YOU JOIN FOR ONE YEAR OR MORI 
USE BY P05T OR BY PHONE ON 0279 600204. 

Offer applies to Memberships of one year er over, 
boughi before Orteber 30th l»94 
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I 



was on holiday last 
month (as you probably 
noticed from the poorer 
■ and less funny sections of last 
*M I Issue — ' had nothing to, do 
K I with them, you see, especial- 

ly the bits with spelling mis- 
takes) and whilst jetting from 
island to island in my private 
plane I came across some 
working class scumbags selling goods in a market. 
Amongst the stuff on offer were some Gameboy car- 
tridges with up to 81 games on them. Now, as you 
know, I'm a bit of a games-playing monster so, 
rather than reading classics such as American Psycho 
and Janet and John Snog Each Other, I prefer to 
while my time away by the pool fiddling with my 
game boy. I mean 'Gameboy'. Naturally, I snapped 
one of these cartridges up and skipped merrily back 
to my exclusive (or should that be 'EXCLUSIVE!'?) 
apartment, pausing only to sign autographs for Mick 
Jagger and Madonna. But when I settled down and 
prepared to enter gamesplaying heaven, I noticed 
that there weren't in fact 81 games — more than half 
were duplicated and given another name, so poor 
saps who weren't in the know would have been well 
and truly ripped-off. And, to top it off, they were 
obviously pirate versions. 

So there's a message here, kids: Piracy definitely 
doesn't pay, on any format. I know — I had to get 



my money back. 



Simon Byron, Editor. 



6 BOOT SECTOR 

Sir Mattford B has all the information on this issue's 
incredible little square things with magnetic round bits" 
in them. 

13 NEWS 

Lots of things have been happening in the world of 
Amiga games, so if you want to know the what's 
when's and how's, this is the place for you. Probably. 

17 HOW'S THIS WORK THEN, 
MATT? 

Old goat pants himself shows just how lucky he was 
to get his job, by completely messing up what can only 
be described as a div's guide to the odd bits hidden 
deep within the Amiga. 

18 WIN SIGNED SENSI STUFF 

Yes, this is your chance to grab hold of 
a football signed by all your top Sensible 
Software heroes. I'm sure it would look 
great on your wall. Or in the bin. 

20 LETTERS 

If you think we could care less what you 
lot out there think then you're sadly mis- 
taken. We use all your letters to store our 
bogies. And that's true. 



23 A LOAD OF OLD BULLFROG 

The One would like to apologise to the makers of Syn- 
dicate, Populous and Theme Park for having to suf- 
fer an entire conversation with Andy Nuttall. We 
realise that it's more than any company should have 
to endure, but it's his job. Sorry. 

26. WORK IN PROGRESS 

Jungle Strike, Akira, and Mega Race are just three of 
the games we'll be Wiping this month, while sausage, 
egg and bacon are just three of the things I'll be eat- 
ing for breakfast. 

43 REVIEWS 

This month we really are very funny indeed. No, hon- 
est. At one point Matt says something about Reunion 
that really makes you laugh, followed by Simon who 
makes a very clever and witty observation about Litll 
Divil. Oh, and of course Andy reviews 77>eme Park. 
Never mind — you've got to have some crap bits to 
fully appreciate the good stuff. 

69 UPDATES 

It's amazing how much money some companies make 
just by putting exactly the same game on a CD and 
then charging people (who already own the game) an 
extra £40 for exactly the same thing only with an addi- 
tional five seconds of rendered tea kettles rotating 
around an apple. 

73 REPLAYS 

It's amazing how much money some companies make 
just be putting out exactly the same game as twelve 
months ago, chopping a few quid off the price, and 
selling it in a smaller box. Am I starting to sound like 
Gary Penn? Oh dear... 

76 KILL ZONE 

Having trouble with Heimdall 21 Not quite getting to 
grips with Valhalla! 'Well stumped' by Kid Chaos! 
Worry ye not young fella'-me-lad, for The One is 
indeed well and truly on that case. And as if that's not 
enough, there's also Snip Tips and Matt's Games 
Surgery. Are we good to you or what? 

86 WIN A LOAD OF CRAP 

We've been told to tidy up our office by the nasty old 
witch who lives upstairs. She eats little children, you 
know. So rather than scooping the crap into a bin bag 
and dumping it in a skip, we thought we'd send the 
lot to one of you! 



It's in a jungle and it's a strike. It's the sort of strike that you're 
only likely to find in a jungle, and as far as jungle strikes go, it 
is. As if that isn't incomprehensible enough, we've given 
Matt three pages to spew crap on about Ocean's lat- 
est game called Jungle Strike. Not that they've 
done one before called Jungle Strike. Or are 
ever likely to do another one. 

Er.. .right on. 



Please send faulty coverdlsks to:Tho One 
Coverdlsk Returns, Dlskipress, Unit 7, 
Willow Court, Bourton Industrial Park, 
Bourton-on-the-Watef, Gloucestershire 
GL64 2HO. Any coverdlsk problems sent 
to us will remain unanswered. 

DISCLAIMER: Although we take great 
care to ensure that the Information con- 
tained in this magazine is accurate, nei- 
ther The One nor Hs publishers can bo 
held responsible for omissions, errors, 
misprints or mistakes which may occur. 

No part of this magazine may be repro- 
duced, stored In a data retrieval systom or 
transmitted by any means, electronic, 
mechanical, recording or otherwise with- 
out the prior permission of the publisher. 

MMAP Images 1994 



GAMES FEATURED IN THIS ISSUE 



J J 





ALADDIN 



BUBBLE 



BRIAN THE LION CD32 UPDATE 




THEME PARK 44 

Phwoar! We've waited and waited and 
waited, and now it's here (and we've 
not just reviewed the PC version either 
— apparently someone in Macclesfield 
had it and Tony was next in line). Bull- 
frog really does know how to get the 
old juices bubbling, and if Andy's review 
is any thing to go by, you'd best get 
your best crotch nappies at the ready. 



CHARLIE J. COOL 



CYBERSPACE 



87 BACK ISSUES 

Hey kids! Read the mag from cover to cover? Count- 
ing the days 'till the next issue arrives? Got tons of 
cash that you don't really want any more? Well, you 
look like the perfect candidate for our Back Issues 
page. Harry spends literally seconds every month 
preparing this page, so go get your mum's purse and 
nick her credit card now! 



88 PD ZONE 

I've got the funniest feeling that Matt really thinks 
people are interested in cheap old tosh. I mean every 
month he wastes hours playing through Asteroid 
clones just in case one "...really is quite innovative, 
bringing the genre into the 90's with a bang." Silly 
bugger. Still, it's good absorbent paper if you get 
caught short on the lav', I've heard. 



91 SUBSCRIBE 

Hey kids! Read every mag EVER from cover to cover? 
Frightened that you might miss the next issue as lit- 
erally thousand s, humlfet te, tens of people ru s h , 



LITIL 

DEVIL.. ..64 

CD32 owners should all 
get together in a big 
room and hold hands, 
because here comes 
what can only be 
described as — 'a game 
for the CD32'. Yes. I 
know. Incredible isn't 
it? Well actually, you'd 
best ask Simon because 
he's played it more 
than me. (Well it 
looked nice over his 
ir, anyway). 



DETROIT 



GULP! 



HEIMDALL 2 



ISHAR 3 



JETSTRIKE CD32 



JUNGLE STRIKE 



KID CHAOS 



LITIL DEVIL 



MEGA RACE 



BUBBLE 



BUBBLE 



REVIEW 



REVIEW 



UPDATE 



REVIEW 



PGA EURO TOUR GOLF WIP 




REUNION 



SKELETON KREW 



REVIEW 



BUBBLE 



STANDARD DEVIATION REVIEW 



saunter along gently to get their copy of 
Britain's least popular mag? Don't worry — just get 
your dad's cheque book and turn to this page n 

92 RECOMMENDED 

in this month's episode of Recommended, Judi wonde 
whether Jeff is having an affair or is just acting wei 
because of his extra leg. Brian falls for his attractive ne 
lampshade, while sultry seductress Stephanie learns how 
to tickle the underside of a salmon — the hard way. 

96 BUBBLING UNDER... 

In a totally new and exciting part of the magazine,! 
Simon Byron pulls back the silver foil on some of tha 
crumbliest flakiest titles likely to be gracing your, 
Amiga in the near future. Some are old development 
devils, while others are fresh vacuum sealed sweeties. 
I'd like to point out that this isn't just Mini WIPS 
moved to a different place in the mag. Not at all. 

98 NEXT MONTH 

We've finally realised that lying to the readers month 
after month isn't working, so we've sent Matt off 




WORLD OF SOCCER 

— THIS WAY! 



into the past to bring back an important figure 
from history to give us the low down on next 
month's issue. Jesus was busy and Hitler told 




A 



81 » s 



him to sod off. but he managed to bring back 

a top theologian. Not to be missed. Unless 

you've got brains. 





OOT SECTO 



SENSIBLE WORLD OF SOCCER 

Renegade 



Look, I know lhat every month 
I go on about how incredible 
our coverdisks are, but this 
time I really mean it, This has to be 
one of the most-awaited game in the 
Amiga's history since Frontier, and 
blow me if we haven't got just about 
the blimmin' best ever demo for you 



READ THIS! 

When you first start in the Fancy 
League, you can make as many 
player transfers as you want. 
Once you get into the game, 
however, you will only be 
allowed to make one transaction 
per match. It is therefore very 
important that you make as 
many deals as you can at the 
start, thus improving your team 
before you play your first match. 
Alright folks? 



Tap to 
pass/hold to 
shoot 




special readers. 

There is one problem, 
though: you can only play this I I 
demo if you promise to never ™ m 
buy any other Amiga magazine but 
The One again. Just say out loud, in 
the direction of the disk, "I'll only ever 
buy The One," and then plop it into 
your drive. Now it'll work. If you ever 
go out and buy another mag, the 
demo won't load any more, so don't 
even bother putting it in your drive. 
Okay? Good, let's move on... 

The fist thing you need to decide 
when you play our demo, is whether 
you want to play a quick friendly 
game to sample the delights of SWOS, 
or whether you reckon you're hard 
enough to take on the cream of the 
crop in our Fancy Football League. 

FRIENDLY 

If you choose a friendly match, you'll 
only be able to choose from one of 
the Fancy League teams (it's worth 
noting that throughout this demo, 
even though you can see other 
options, you can only select the 
brown ones). By highlighting that 
team with the joystick, you can cycle 
through player, computer or manag- 
er control (where you get to decide 
the strategies and team selection, but 
the computer plays for you). After 
that, you can just get straight into it. 
I'd also like to point out (while I'm in 
the gloating mood) that this gives you 
a full three-minute game and not just 
a 'one goal only' demo. Pretty bril- 
liant, eh? 

As far as viewing and arranging 
you teams goes, it's pretty much iden- 
tical to the original Sens/, and by mov- 



1 LOADING YOUR DISKS 
1. Take me, take me, baby baby bake me. Oh yes, and the disk. 

2. In a ragamuffin stytey, insert the disk into your disk drive. 

3. Shaking your funky stuff, carefully select the demo of your 
choice, using either the function keys or the mouse. 

4. Oh la la, if it isn't just about the best blimmin' demo you've ever seen 
On this mag This month. 



ing the flashing cursor you can 
change the team's formation and 
generally juggle your players around. 

FANCY 

If you take part in our Fancy League , 
you need to decide whether you want 
to be a playing manager or just a 
'watching' manager, after which 
you'll receive a letter from the chair- 
man of the Dead XI explaining that 
due to Harry being crap, you've inher- 
ited the managerial role for the team. 
You've got a brand new team, and 
now's your chance to make an 



impression on the Fancy League by 
working your way through the actual 
Fancy League teams, starting with the 
second worst, and ending up against 
supreme champion, The Sensi World 
Champion himself — Sir Simon Byron. 
It works in the same way as any 
league but if you lose you may find 
the Dead XI Chairman fairly harsh.... 

The main screen shows the match- 
es you have yet to play and in what 
order, along with a fair bucket-load of 
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We've got Sensi, we've got Sensi. And we've got Tower Assault which works on all 
machines. Ha ha hal Yes indeedy folks, if you ever had any doubts that The One can 
beat the crap out of its competitors as far as disks go, doubt no more! Matt Broughton 
pulls his pants down and gloats like some vicious, er... gloater. 



IEN BREED: 
WER ASSAU 
am 17 
NKED 

Psygnosis 



options. Let's have a tittle look now, 
snail we? 

SQUAD 

This option allows you to view your 
players, with information such as how 
much they're worth, their position 
and goals scored. Clicking on the bot- 
tom-most head icon will cycle through 
other players in your 'pool'. 

PLAY MATCH 

This takes you to your next game 
in the Fancy League. You 
don't have to cycle through 
the other team's games 
with this option as it just jumps 
straight to your next match. 

NEXT MATCH 

This takes you to the next game in the 
.eague. If you're not playing, you can 
either opt to watch the match in its 
entirety or just get the results. A sub- 
option from both this and PLAY 
MATCH is the STATS, which allows you 
to check the highest goal scorers, the 
tournament settings, as well as allow- 
■ ng you to examine any of the other 
Fancy League teams in more detail. 



This options gives you a simplified 
bank statement, with gate receipts, 
©layer wages, etc. 

TACTICS 

Thb option isn't running in the demo, 
&ut you can have a look at the sort of 
thing you'll be able to do by selecting 
JSER A FORMATION. Unfortunately, 
you can't do anything but look, but 




this only a demo after all (still bloody 
good though, isn't itl) 

VIEW WORLD 

Again, because of this only being a 
demo, you can only look at the Fancy 
League or the English Premiership and 
Division One. From here you look in 
on the games going on, either as a 
result or by watching the full game. 
You can also access the 5TATS in the 
same way as already described. 

SCOUT 

Fancy League only, what team to look 
at and what player to monitor 
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TRANSFER 

What a demo — 
even the transfers 
are working! Any- 
way, there are a 
few options with- 
in the transfer 
menu, and those 
are, basically... 

BUY 

Here you can view 
and bid for play- 
ers in the Fancy 
League and Pre- 
mier League with 



the BUY OTHER PLAYER option, or can 
search for specific players on the 
domestic market. Using the domestic 
market option, you can specify the 
type of player you're looking for, 
along with particular skills you 
require. You can also specify a price 
ceiling. Okay? 

Once you've entered the details (by 
moving the cursor and pressing fire to 
cycle through) you can click over LIST 
to view the relevant players, which 
will tell you where to look for your 
perfect player. 

Once you find the player you wish 
to bid for, highlight them with the 
cursor and select MAKE OFFER. Here 
you can put together your proposal 
for that player, using either hard cash, 
or a combination of cash and player 
exchanges. To alter the offered price, 
highlight the amount and move left or 
right while holding down fire. If you 
want to include a player exchange 
into the bargain, highlight the plus 
sign and press fire. You can now move 
though your team and select the play- 
er(s) to be offered. Once you're happy 
with your proposal, highlight CON- 
FIRM OFFER and see what they say. If 
you're refused, you can make an 
improved offer. 

You can also put one ot your scouts 



5ELL 

Here you can put your team members 
on the transfer market and see if any 
one else shows an interest. Even if no- 
one immediately jumps up with a nice 
fat wad of cash, you can leave your 
reject players on the market for next 
time round. 




BOOT SECTOR 




ALIEN BREED: ZONKED 
TOWER ASSAULT Ps v8" osis 

Team 17 




How (.in .i humble caption add 1o 
(his screen-grab, which I personal- 
ly think is a btl-ot revelation. 





ands up who knows Alien 
Breed. Everybody? Excellent. 
Right. I'm off for a cuppa 
while you play our superb demo. 
(Every month you pull some naff trick 
like this, and every month I have to 
put some comment in brackets 
telling you to get on with it. Will you 
never learn? — Simon). No, I guess I 
never will... 

Okay. Alien Breed is Is completely 
easy to describe. You control a top- 
viewed fella who runs around shoot- 
ing nasty aliens, trying to complete 
some sort of level task. In this partic- 
ular demo, your task is to destroy all 
of the security installations (those 
machine-type things scattered all 
around the level) and find the pass 
that will operate the deck lift. 

Along the way you'll run into an 
infinite amount of energy-sapping 
aliens, as well as radiation-filled 
rooms which must be exited as soon 
as possible if you want to leave with 
any energy. Holes appear in the 
floors every now and then with — 
yesl — more aliens. 

At the top of the screen (or the 
bottom for player two) you'll see 
your current energy along with the 
number or lives left and the amount 
of ammo left in your gun. Next to the 
ammo level is the number of spare 



ammo clips in reserve, and then the 
number of keys (well, actually, 
you've got infinite keys in our demo 
— just don't tell anyone!). 

Er, other than that, it's all pretty 
obvious. You need to avoid contact 
with bad fellas, and blow up as many 
of the installations as possible (i.e. all 
of them). Once you've destroyed 
them all. you need to get to the deck 
lift before the whole level blows up. 
Right then, off you go! 




Fire weapon 



Move up 




Move 
left 





Anyone vaguely familiar with 
the idea of Pengo or any of 
the many puzzle games that 
we look at in PD Zone will be right at 
home with this little love, because it's 
about as simple as they come. 

The idea for the game is quite 
straightforward: each level has an exit 
which you must reach, but before you 
can get to the aforementioned tile, 
you need to fill the holes in the floor 
by pushing something down them. 
Things start off quite easy, and with a 
bit of forward planning you should be 
able to complete the first couple of 
levels with no real problems. Of 
course, no puzzle game would be 
complete without some sort of learn- 
ing curve, so now we'll start to intro- 
duce some of the other elements into 
the game. 

One of the first things you'll come 
across are sliding tiles that, once 
pushed, will keep moving In that 
direction until they hit a wall or one of 
the solid obstacles that frequent most 
of the levels in Zonked. To deal with 
these you need to think about using 
the normal blocks as, er... well, blocks, 
really, to stop the sliders from going 
too far across the screen 

Next up are patches of glue that, 
funnily enough, glue any blocks to the 
ground, while patches of ice will send 
both you and your blocks across the 
screen in a bit of an icy-slidey way 



(though you yourself can change 
direction if you're quick enough). 

There are a couple of other items 
you'll come across, such as magnetic 
blocks and electrocution tiles, but if I 
told you everything, you'd have no 
fun finding out for yourselves, now 
would you? 

You have a limited inventory, with 
items automatically being collected as 
you walk over them. Access this by 
pressing the fire button and. once you 
have the windows flashing, use the 
joystick to either select the item you 
want or the exit cross — then press 
fire to select. The meters in the bot- 
tom-right show both your energy level 
and your time limit. Needless to say, 
some of the items you find are neces- 
sary if you want to finish the level 
before you run out of either. 

Okay, I think you get the gist, so 
get your thinking caps on and get slid- 
ing. Have funl (You haven't said that 
at the end of a Boot Sector instruction 
for, oh, weeks! Simon). 



FIRE Go to 

inventory/select 

item. 



UP Walk up 




DOWN W.ilk down 



OTHER CONTROLS Space Bar to 
retry level, Q to quit, P to pause. 



Move 
right 



Move down 













ut a path through Agon's demonic hordes and explore vast, 
forgotten lands as you play the hero in this fantasy 
-playing adventure, set in a top-down, multi-directional 
perspective across seven extensive levels, 
g A mysterj^vith a tvvist in the dragor^ tail.. 
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Available on: Amiga (compatible with 500, 600 and 1200), 
Amiga CQB2. 
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computer centre (LEEDS)Tel:053 2 3 1 9444 



CD ROM Drives PRINTERS 



COMPUTER CENTRE 



OPEN 7 DAYS A WEEK 

OPEN MON - SAT 9.30AM-5.3OPM 

SUNDAY OPENING . I 1 .00AM- 1.00PM 

WEDNESDAY & THURSDAY 
Ut* Night Opening 9.30AM-7.30PM 

OPfN mai i OAV MOST HANK HOLIDAYS 



TELEPHONE LEEDS 

24 HOUR MAIL ORDER SERVICE 

0532 3 I 9444 iolines? 

FAX: OS32 319191 

SHOWROOM ADDRESS : 
DEPT. 0NE,UNIT3, ARMLEY 
PARK COURT, OFF CECIL ST, 

STANNINGLEY RD, LEEDS, 
LSI2 2AE 



HOW TO ORDER 

Order by telephone quoting your credit 
card . Please make cheques payable to the: 

"FIRST COM PUTER CENTRE." 
In any correspondence please quote a 
phone number A post code. Do not forget 
to include the delivery tariff & Dept. code. 
Allow 5 working days for cheque clearance. 

•All prices include VAT @ 1 7.5% 
• Large showroom with free parking 
•Overseas orders taken subject to status 
•Educational orders welcome 
•Established Multi million pound company 



UK MAINLAND 
DELIVERY TARIFFS 

•Standard Delivery ™...™ m — £ 1 .95 

•Guaranteed 2 to 3 day (week days) 

Delivery £2.95 

• Guaranteed Next Day (week days) 

Delivery £4.95 



OVERDRIVE CD-ROM 

;t CD31 software, Playt Audio CD's, shows 
>hoto CD'*. Plus, into PCMCIA sloe 

only £194.99 

NUW tCU CO SOU *~— In «• « i laBHHKOB putt* miiU, Kit tll>H| 
M MB M watwa * — > UK HI* COT* I COII IMK (U* I 

NEC Multispin 2X1 intvnai £167.99 

•26SM* Access tfcma • Jf SKI transfer rata 

TOSHIBA XM340 1 i„u™u £286.99 

•IMMi "IT1M lima • J 10KB transfer rate 

TOSHIBA XM4I0 I 

• 1ISM* tmm time • JOOKB transfer rata 

lnternal.£189.99External.£259.99 

Mitsumi FX00 1 1 D Dual Speed...£ 1 29.99| 
Tandon IDE CD ROM Controller 

for use with Mitsumi only £64.99 

GVP A4008 SCSI controller £ 1 22.991 



AMIGA 500 Plus trade in offer 



If you spend £300.00 

or more with tit you can trade in an Amiga 500 Plus I 
for 1 I 00.00. Your old Amiga muit be In working 
order tnmplete with PSU and modulator. 



HARD DRIVES 



2.5" Hard Drives 
with installation kit 

•nc software, cable* and Initrucoom 

60Mb....*£l34.99 l20Mb™*£l99.99 
80Mb....*£l59.99 240Mb™-£2 59.99 

3.5" Hard Drives 
with installation kit 

inc. software, cables and inttructionf 

250Mb™-£l84.99 350Mb... '£239.99 
420Mb™*£2l9.99 S40Mb...*£279.99 

3.5"H/driveupgradelcitnoHDonly£22.99 

"| ml Add ( 1 0.00 for fitting 



AllourprintersareUKspec, come 
with ribbon/toner, printerdrivers 
(If available), paper & cables// 

Canon 

Canon BJIOsx £181. 99 1 

Later quality output. Large buffer 

Canon BJ200 £231.991 

1 page a min speed, 140 dpi, tmall footprint A 80 | 
page lheetfeeder 

Canon BJC600 Colour £532.9' 

new bubble jet from Canon 

BJ 1 0 Autosheetfeeder £49 



CITIZEN 



© EPSON 



.£149.99 



.£309.99 



COMPUTERS 



The AMIGA A I 200 

A 1 200 Standard pack only £279.99 



Epson LX3Q0 Colour ....... ... 

9 Pin tO column colour 

LQI50Colour 

24 Pin Draft 2 1 tcps, LQTfcpt 

I $0'/ms800 ♦ -~._.~.£749.99 

41 Motile Inkjet 140 I J 40 dpi (ma>) 100 sheet 

f c r d r • 

\Stylus Colour £499. 99 

Colour Infant. ISO a JAO dpi, 720 ■ 720 (on special 

WSi HEWLETT 

Wi/iM PACKARD 

HP3IOPortable £229.99 

! NEW/ HP 520 mono £249.99 

IP 500 Colour £344.99 

L0WWUCD HP 560 Colour £479.99 

even faster than the old HP550C// 
All HP printers come with a J year warranty 



mputer Combat pack only £324.99.'! 




^11 1,1,11 l^lp lr,«l^-lj™l.l 

RACE & CHASE pack only £289.99,' 

HARD DRIVE VERSIONS 

MM^ d ^/S? Q , Add £60.00 to the 
64Mb £414.99 Standard pack 

85Mb £439.99 pri cefor,he 

I 27Mb £479.99 Combat Hard 

240Mb £539.99 Drive packs 



THE CM AOS RACK! 

• CHAOS ENGINE 

■NICK FALDO CHAMPIONSHIP GOLF 
I OPINBALL FANTASIES 
•SYNDICATE 

only £29.99 or £19.99 

with any AMIGA.' 

THE FIRSTS GAME PACK 

•BRIAN LION BDOL2 
OENNIS OSCAR 
•TOTAL CARNAGE 

only £19.99 



The AMIGA 4000 

A4000'030. 80 Mb HO 4Mb RAM £999. 

A4O0Oi'0)0,2 14 MbHD* 4 Mb RAM t\069.,, 
A4000/40 

A4000>Q40LC,I20 Mb HD* £POA 

A4000/04.0LC.2M Mb HD aPOA 

A4000/40 SCSI Tower systems £POA 
•Tht hard drive only « mx covered by on site warranty 
4 

All Amn'i (wna with WwkSanit*. moult 4 1 1 P i nmnly. 

Hii'umi «*oao ™-* > i ~v>im on .<. - • " i« ( ail 

I IWi arw rami »nh ■ built m Inirral hud uiih opoon 



Star LC 1 00 colour £ 1 1 9.99 1 

• pin colour, I fontt, 1 80 epi draft, 4S epi NLQ 

|StarLC24-IOO £126.99 

StarLC24-30Col £ 1 99.99 1 

complete with automatic iKeet feeder, 1 92 cpt draft 

_jarLC24-300Col £249.99 

24 pin quality. 2a4 epi draft. 10 epi LQ, 39K buffer 
aipandible to 4«K, 1 6 font* and quiet mode. 

Star SJ 1 44 Colour Thermal 

Stunning affonlatii* colour printer. I PPM. low running rntu 

only £339.99 
Star SJ48 Autosheet feeder..onty £49.99 
Universal Printer Stand only £4. 



99 



i.i'iiuw^'i:^ 

RIBBONS 
Clliien Swift mono ribbon 

CIO I en Swift Colour ribbon i.... 

t P «n,. LX300 Colour ribbon 

Star LCI Of 1 00 mono ™- 
Star LC 2 00 mono 

SlarLCIO/IOOcotoor 

5iar LCI 00 colour 

Star LC24-I0 mono..- 

Star LC24.]tV200 Colour 

Re-lnti Spray for mono FmEWW , 

COVERS 
Canon printer tover (plea»e tpecih/ model) 
CicienSwIlt/ABC 
HPSOOJSSOfSIO 
Star LCI 00.100 
5tarLC24 JOO'JO ... 
SarLCI0i20cover 

PAPER arWM apply oM|> «>u>n onMnd wioi 
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t4.9« 

...ill.M 
....(I2.M 

U.tV 

14.99 

11.99 

....(I2.M 
-.-«.« 

...m.M 

....ill.vf 

£S.f» 

£S.M 

S.M 
£S.tf 

a.99 
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Fanfold(tractorfaad). ™.S00 ihMti 1:19 

Fanfold (tractor feed) 1000 iheafi IK 19 

Fanfold (tractor feed) 2000 •hoots. 1 1 7.99 

Single iheet S00 ihocu .14.99 

Single ibeot 1000 iheeti £0.99 

Single ihHt 1000 al fM .il T.W 

Orirrrrt far IMS *nru 11 M **«* swrp>a(of without prime 



MODEMS^ 



Think again if you arc ton ude ring buying a modem 
from anywhrrr rltr Wr air probably the in., 
supplier ol modemt Inr the Amiga tupporttd by a 
wrallhuf eipvrivnie. Log mlnour lri»> BBS Miinli>m 
line for ttchnical and talet. available 14 huuri a day. 



Citizen printers have a 2 year guarantee 

ABC Colourprinter .'. £ 1 54.99 [ 

timple (aieaiyai ABC) to uu J4 pin printer. Comei 
aawandard with SO iheet Auto »heel feeder. 
Tractor load optional at 1 1 7 .99 
only £1 19.99 If bought without the tolour option 

Swift 200 Colour £ 181.99 

Same out put as the 240 but with leti facilities 

Swift 240 Colour £2 1 8.99 1 

24 pin, 240cps draft, 1 0 fontt, quiat mode, 240cp«. 

Projetll £214.991 

new InkJet printer with built In auto sheet feeder 

Swift Auto Sheet feeder £79.99 



\SuprarMXModem 288 

\NEW Super fast 28,8QO bps * 1 4,400 Fax 

The best modem in its class! Only £243.99 

I44LC 



V. 32 bis (1 4400 baud." 

I Low «M 'inion of lh» (UuMt VJ ItM raa 

|mo0»m f aiDi'H u bWoii Out ilui 1 Ui onlr uMKO diiolif 

only £141.99 

14*00 b>i*d. indiian v. lib,.. VJ1, v J it... VU. VII. NNH 

1 1, V.41, Vtlhu. Cla» I * 1 (ommwidi, 9*06' 1 4*00 Croup ) 
Indndn fn» mod^n <omm* <•»( furWw • 

only £178.99 
ft^T/lA PIUS £112.99 



i 



V4i a*. Mra? m a ~^ i^m i 

W*h KM tnr-mt ( M h> ) iro 4 1 
« 



\S uprai 2400.. 



,.£58.99 



I Gat on Una uUnf (Mi graat vulva (lit mudarn -nil sulu lital A 
rMBlva. 140D baud HayMEomp. VII IIS. IndudaifrMmmiem 

I rnmmi tfw A taolall 

I Supn moctenia h»ya not bean mied by OAOT. »»■■■> they 
[partam. u waal A aftan nut paifcnn BAB T appra'ad pnooHni. 

[UkRobotics 

WE ARE PREFERRED USR DEALERS 



Smilar In DerhiTTianir In Sunra. dm> airelam UW irind am i odai 
yau pnHHMy Pia max (aw iDhdh Hay u( paadiaiinf a BAIT 



Itnodam 

Sportster 2496 4f ax™^ £ 1 04.99 

Sportster 1 4400 Fax..i^B_ > £ 151.99 

wo. pMii 

Courier V32 Terbo +Taffr£334.99 

Courier HST/Duall6,8TerboFax£527.99 

It you thought VI Ibi* was hut try the terbol Thay >oma -nh i 
1 year warranty 4 ara BAOJ tpp^ort ' 



MONITORS 



All our monitors are UK spec All monitor* 
come complete with a free Amiga lead* 



NEW! 



ThU tamoui Stereo, colour monitor Is back. Similar 
ipec to the old Commodore I0B4S. 

only £229.99 

Tilt and Swlvell Stand only C9 99 
If you purchase with monitor 

Microvitec Autoscan 1438 

.20 dpi, I S'll km i. all Amiga modes, 
AOA comp.no audio, tilt A twivnll 
stand. 

now only £289.99 

•Free cable for A 4000 only 
A 1 100 cable 14 .99 extra 



PREMIER Ink 

Cartridge Refills 

Save a 'nrtune I" running raati with yaur lnk>bubbia |at 
Cnmpatiala with (ha HM0OI110, Daia|ai Flu>, Canan 
■ | I C : 0 ■ 1 0 ■ I I41ftOV10«t) 10, Star SJ4I, Citiiar. Projat and 

many othert. Full range of coloura a>ailable. 

Slngl* ..nils (23ml) t*.99 

Twin . . nils (44ml) £ I 2.99 

Three colour kit (66ml) 1 1 9.99 

Full colour kit (B8ml) £2 7.99 

Bulk refills ( 1 25ml) i 14 .99 

Canon BJ 1 07SJ46 eartrid je! £18.99 

Double life 500 cartridge. £ 24.99 

HPS50/500 Colour cartridge £24,99 

Epion Stylus Colour Cartridge,.-..— ' 19.99 

Epson Stylus mono Cartridge i I 7.99 

Epson Stylus BOO* monoCartridoe ( I 1.99 

Star SJ 1 44 mono cartridges (3 pack). ..12 1 .99 
Star SJ 1 44 colour cartridges (3 pack). XI 1 .99 
Mlicollaneoui 

Printer Switch Ron 2 way 1 1 199 

PrlnterSwitchBoalway .f 11.19 

Printer Stands (Universal) tl.99 

1 Metre printer cable _ , , , -..J4.99 

< M. . t*bU - f.1.99 

10 metre printer caWe £\1\99 



We recommend you confirm prices 
before placing an order. E4VOE. 



PRIMA AI200 REAL 
TIME CLOCK 

Ollfl4ts*al Sl4"Tip f UlrfaTbltAf U*l t^laRhft la*-*'4J *Ht»*U h~>a|t 

check for compatibllityOnly L I 3.99/ 



PRIMA A500 &A600 RAM 



SPECIAL OFFERS.' 



ROMBO PRODUCTS 



SOFTWARE 

n r 



f-AK WARRANTY!! 



A500 5 1 2k RAM 
expansion (no clock). £ 1 9.99 
ASOO Plus I Mb RAM 

expansion £34.99 

A600 1 Mb RAM expansion 
(with clock) £39.99 



Mb SIMM £39.991 

2 Mb SIMM £95.99 

4 Mb SIMM N£W10WPRIC£J....£I39.99 
It MbSIMM.NEWlOWPAICEf £169. 99| 



SPEED 


PLCC 


PGA 


2SMhz 


£45.99 


£49.99 


J3Mhz 


£53.99 


£89.99 


40Mhi 


£106.99 


£129.99 


50 Mhz 


N/A 


£137.99 



mb by 8/9 SIMMS (I Mb) £34.99 

4 Mb by 9 SIMMS (4 Mb) £144.99 

Mb by 4 DRAMS( I Mb) £39.99 

Mb by 4 Z1PS( 1 12 Mb) £32.99 

256by4ZIPS (cach)£5.99 

256 by 4 DRAM (DILi) (each) £5.99 

DkB i 202 AI200 RAM board £84.99 

take* 2 12 bit SIMM*. Ha* an optional FPU. 
Sac Above for price* 

jlCcksurt 1.3 £23.99 

H-cWitart 2.04 £28.99 

KiclatarT 2.05 (for use in A600)...£2B.99 
Fatter Agnes8372A £26.99 

5 Oenise £18.99 

657 1 -0326 Keyboard controller.! I 3.99 
CIA 8520A I/O controller £8.99 

PRIMA CO-PRO & RAM 

potential of your A 1 200 wlth| 
■ pamion. Inc real time clock 

.....I*. .» itl.ffl 

- £129.9* 

£189.99 

« ttmi(inMiMH(iMin«*ii 1 29.991 

COPRO £119.99 

CO PRO CIB4.99 

COPRO £239.99 

CO PRO £179. 99| 

2 YEAR WARRANTY 

SEEK 



■•alii* the full 
t»t» trapdoor ■ 

MB RAM 

1MB RAM 

■ Ml RAM 

■ MS RAM 

MBA Jl MMi 

2 MB 4 31 MHz 
* MB A 31 MHi 
4MB A 13 MHi 
FULL 



1Mb pop to 2 
•Mo pop to 4 

jBMh> pop to I 



. I r A.'. . ..' ■ t I . ■ ►■ I 

£2S9 991 

£429.99 



AMIGA REPAIR 
CENTRE 

•a- a FREE quoiallon on four Arnica or any 

(monitor*, printer* eu). A delivery tariff of 
UNn darted for rrturn d> ll«ery or alternatively 
you can vtm our 
■howroom. Wr 
can alto arranie 
a courier pickup 
at an additional 
co« of CI 1.00, 




All work I* 
car tied out by 
nur highly 

engineer* In 
ruitom built 
premliei. We 
any upgrade 'lo'tware or acceaiory from 

-i - ll.iit I'rr of charge unlcn OtherWfM » lM 

Aj repair* are covered by a 90 day warranty. 

Tel. 0532 319444 



Miscellaneous Hardware 



■**■ SeruM Link (Adaptor to link CD1 2; Amiga/PC) 

only (29.99 

Pa**** ■ J 1 IX- 1 (CD12f 1 200 emulator £2 1 9.91 

XDS flaiil,ii External Hard drive kit _-. £44.9*1 

_*««*era Chip II (2Mb chip RAM) — Cltf.ttl 

fmmt 1 Mk ef rhi*. nwrwy on At OsVA I WC10OO 

•OCHAAD DA IVES from £1 1 4 »9 (42Mb) i- 1 
i ■ i C4 v. ii' m i fr t--- ta vw W| i» invn k P1U 1 



DeluiePalnt4AGA £14.991 

DritaM Sun* S US.** 

Peraonai PalnlV4-___ __ 129.99 

Technntound Turbo — . .-. — ...... — ~~ f 1 1.99 1 

Tecnnntnurvd turbo 1 (2S 94 1 

Wnntworth 2 ACA with Print Mgr A Day To Day 

Planner,— _.Q9.99 1 

XCnpy Pro plu* hardware , US.9T ] 

Workbench 2. 1 *oftware and 2.04 ROM upgrade 
(complete with manual*) 
only 174.9* 

Workbench 2.04 toftware and 2.04 ROM upgrade 
(complete with manual*) 

only (49.99 



100% RATED! 



Ufa 



Graphics 
4 Tablet 



Penonal Paint 4 only £ I* 99 
when pure hated with a Tabby/ 



AMIGA 
COMPUTING 
AUGUST 94 

The amailflf nawj 
graphic* tablet lor the 
Amiga developed with 
Ike help ef Flnt 
Computer* it\ rated 
In ST format January 
itiuel Require* 2. 01 
WB nr above 

only £59.99 



aUJL 



Alfa Data Alfa Scan 

I hand held icanner with 2SA greyicate* and up to 800 

only £114.99 
or £ 1 39.99 with ocR*ottw>re 
Alfa Data Alfa Colour Scan 

1 1 bit icanner with 2S4K colour* inc colour correction 

only £329.99 
Power Scanner V4 £1 19.99 

I With tfie lal e« verWon 4 x/w for bright A iharp grey *cate 
perlunnance. Fleiible tcanned Image dltplay manipulation 
| option* , plu* Clean up, embolden, reiiie A flip 

Colour version only £239.99 
>SON GT6500 Colour Flatbedl 

only £564.50 prefer demi* 
J Art Department Pro Scanner s/W..£ 1 09.99 

compatible with Epion ES300C, ES600C, 
| ESflOOC. GT6000. GT6S00 A GT8000 

Alpha Data Mega Mouse nx rating. 290 

Dpi £ 10.99 Or £12.99 for 400 Dpi ver*lon 

DATALUX CLEAR MOUSE High 

quality clear 2 button mouus ....£ I 9.99 

Zydec Trackball £29.99 

Aplha Data Trackball £37 



■ta 




AMITEC 

I mb3.S" 
drive 

Feature* Anil Click. I 
Antl Vlru*. Sony Mech, | 
2 year warranty 

only £58.99 



Cumana3.5" only £56.99 

I meg eatemal drive. The be«t name in diac drl»e* 

A600/ 1 200 Internal drive £49.99 

ASOO Internal drive £49.99 

A4000 internal H D drive £99.99 



GENLOCKS 



MGW&ftOOPSU 

WC Modulator 



_(19.99 
(3199 



13 EH HH BWB iv*eo8 ; [Hit! 

hama on demo now. 

The Professional answer 
hama 292 £269.99 

S- Video, and compoiite compatible 

hama29Q £674.99 

S-Vldeo, and compoiite mixing, plu* far more 

hama A-CUT Vid eo Edito r 
£185.99 ^ A 
GVP Genlock oniy txo4.99 

feature* profe**ianal SVHS output 

Rocgen Plus only £164.99 

Include* dual control for overlay and keyhole effect*, 
antra RGB pu* thru. Chech for compatibility. 

Rendale B802 FMC.only £164.99 
Rocgen Rockey only £ 1 64.99 

For creating ipeclal effect* In video 
production with genlocks. 



VIDI 12 Real Time £134.99 

Real time colour dlgltlilng from any video | 
*ourca. Full AGA lupport 

VIDI 24 Real Time £204.99 

24 bit quality real time colour dig Idling from , 
any video tource. Full AGA tupport 

VIDI 12 AGA £59.99' 

Full *upport for AGA chiptct. Colour image* I 
captured in leu than a tecond. mono image*] 
In r««l ttrrtai with any video source. 
Multltaiklngffw. cut A patto, 

VIDI I 2 Sound & Vision AGA 

with built in Mee.amlxMa.ter £98.99 

TAKE 2 £35.99 

Feature* Include load and save from D. Paint | 
animation* and IFF file*. Support* HAM graphic*. 

Megamix Master £26.991 

B bit. high ipec. tampler. Special effect* include I 
echo that can be added in realtime, fully multitasking j 
A ea*y to use. 



ACCELERATORS 



VIPER 68030 TURBO only £ 1 59.99 

66010 accelerator running at 2tMhi 
evpandlble to B Mb 32 Bit RAM (*ee RAM price*) 
Optional SCSI adaptor. 

ADDITIONAL RAM FOR 
VIPER BOARDS 

J u it add the price of the RAM id the Viper 
board to get your configuration price 

1 Mb SIMM £39.99 

2 Mb SIMM £95.99 

4 MbSIMM...NEWLOV/PftlC£!...£l39.99 

B Mb SIMM..NEWIO1VPRJCE! £269.99 

SUPRA 28 ACCELERATOR 
for the A500/A500+& A I 500/2000 

2B Mh*, uie* ASOO tide port to there I* 
no Internal fitting 

only £144.99! 



PRIMA ROM SHARERS 



Tim high quality ROM iharer feature* a flexible I 
I ribbon connection *o that it can be poiitloned 
anywhere within your ASOO Plu* or A600. Full 2 | 
| year replacement warranty 

now only £17.99 or £24.99 

for keyboard switchable version 



ACCESSORIES 



Real Time A 1 200 internal clock module... unryt 11.99 

Mou*e'|oy*tick manual port twilc her only 1 13.99 1 

Amiga ASOOViOOV 1 200 Power Supply C19.99 

Amiga SOO'SOO Plu* keyboard ___£4S.9f 

Afr^SWftoMotherboanl _ Q9.99 

Amiga »0 M«* Ca»e .(12.99 

QUALITY MOUSE MATS £1.99 

0 CAPACITY DISK BOX _.i0.99 

20 CAPACITY DISK BOX 42.99 

40 CAP LOCKABLE DISK BOX £1.99 

00 CAP LOCKABLE DISK BOX £V*V 

•90 CAP STACKABLE BANX BOX £9.99 

-ISO CAP STACKABLE POSSO BOX £17.99 

•a*) DM delrrery B purthaunf |u« one Fooo or Barn hoi Norrrul | 
oWinrrr ahen punhtwd «eh Bllvt crodud or «hen buy**- lerm 

AMIGA ASOO DUST COVER ___-£J. 

AMIGA eOO COVER ..£2.99 1 

14" MONITOR DUSTC OVER.. ...__„ ,£4.99 

NEW) Keyboard Membrane Co vera. £ 1 4.9S 

AMIGA TO SCART CABLES £9.99 

STD 1.1 METRE AMIGA PRINTER LEAD__i4.99 

MODEM AND NULL MODEM CABLES £9.49 1 

AMIGA CONTROL STATIONS 

ASOO nr 1 200 VERSION (16 9? I 

A600 VERSION _.„_._______________» (29.99 



DISKS 



All dl*k* are 1 00% error free guaranteed 

New High density 3. Sinch bulk and branded 
Please phone for best prices! 



QTY 


BulkDS/DD 


Branded DS/DD 


10 


£4.49 


£5.49 


30 


£1 2.99 


£14.99 


50 


£20.99 


£22.99 


100 


£37.99 


£42.99 


200 




£79.99 


500 




£190.99 


1000 


£324.99 


£365.99 



Branded disks come complete with labels 

Disk Labels....500 £6.99 

Disk Labels.. 1 000 £9.99 



BUSINESS 

Mail Pbtn * £24-91 

Mini OfRce £J B. 9\ 

Money Mailer*. £1 S.91 

CD ROM SOFTWARE ^ 

ITBitColk-ction- — - _7j7vW 

l7BitCo*Mwiuat»on .£19.91 

*"^~* i I, HIJ1 

CD E»thaf»gm. - -J I 

E u ro*ce ne— — -1 1 4.9S 

&otdfl»h. £.9.91 

MulUmeduiTooiyt (by Wierd Soonce) 422.91 

Network CD £ 1 4.91 

Se>ual , «i< 41 

MISCELLANEOUS 

DrMant Sun* S—_ — £H.W 

XCAD 2000 £97.91 

MUSIC/SOUND 

Clarity IBtampler £101.41 

Drill, e MuW Conttruetlnn **tvl _______***?' 

Pro Midi Interfere by MkrodaaJ —£24.91 

Techno Sound Turbo..... „ I B.91 

Techno Sound Turbo 2 £2S.9( 

PROGRAMMING 

Amo* ProAeuiortal 14 7.91 

Amo* PmhMtlonal Compiler, _ —£14 91 

BlnBatic I OI.fi 

Drvpac 1 £50.91 

EaayAMOS i £14.91 

PUBLIC DOMAIN Top 50 

from £ / .50/ (mony more tttfei arailobh) 

Ami Bate Pro v I J IPD AOO 1 1 1 dilk ( I .S( 

Oi*kSalv VI _ _ (PD A001) I dl*k.£ I .S( 

n-Cftpyy| (POA004) I dl*k.£i.S( 

Edword Pro V4 (PDAOOS) I dlik.i I .S( 

Ea*y Calc Plui (PD AOO*) I dl*k.£ I M 

f ■ Type 2 . , f>DA04ll I dilk < 1 .11 

Fir*tMod»de*2 (PDAOSeM dWcil.Sl 

Grapevine 1 7 (PDA009) 1 di»k.£L7! 

Relotdck I J (PDAOM) I dllk.il M 

KlondykeACA. (POA0I1) 1 dllh.£L7! 

FintMod*d*tkl IPDA0SS) I dhtk.ii.il 

Mindwarp AGA Demo. _..-(PDA0l5i I disk il.il 

Motorola in vader* AGA. (PDA0I4) 2 dh*.£2.2! 

Mafk Workbench Ltd!*.- (PDAOI 7i I dlik.i 1 .5( 

Fir*tMod*dnkl (PDA0S7) I diik.tl.K 

PCTatkEmuUtor....— — ... (PDA0I9)I dbk.tl.it 

Reor»VJ.I (PDA021) I dh*.£I.S( 

Sperirum Emulator vertlon |,1 IPDA027) I dlik ll i( 

Spectrum Game* Dbk — (PDA02B) I di*k.£I.S( 

FilChla^ (PDA010) 2 di*k£2.2' 

9 Fineer* Rave Demo (PDA011)2dKk £2.11 

Mean CD Machine— . — — (POA014) IdKk ,£1.7i 

Fit Choi 2_____™___ |PDA014) 2 dl*k £2.2! 

The Mini AGA. _- (POA01BI I di*k 1 1. Si 

CO War* tPDAOJf lldbk.£I.S( 

Flnt Mod* dk*4 (POA0H) I dkk.£ I .S( 

Andy*Worbhrn<h}UilU (PDA01I) I dlik.CI.SI 

De*ert Dream* Demo- f PDA0 1212 dilk. £2. 2' 

Origin Cnmplr* (PDA040) I dr*fc.£I.S( 

Ra» World AGA Demo (PDA04 1 ( I dkk.£ 

CLI'SMELL Help (POA001) I dbk.fl.SI 

Oye" 1 (POAC0I) I di*k.£i.St 

Cli[viri 1 1 •WUiflrte (PDACM)ldi»k(i Si 

Cttpart 1 - MacArt 2 (PDAC0J) I dlttU I.S( 

Cltiuut 4 . Food 1 PD AC04> I diik.i I.S( 

ClipartS-FOod2 (PDAC05) I di*k.£I.Sf 

Pr.r*p-« Hypno*H_ (PDA0J7) I di*k £I.S( 

Protrackerl (POA044) I dKk 1 1 if 

Tecrui AGA (PDA041) I dkk.£I.S( 

BcnchnuuiiTen* (POA01S) I dn*.£i.S( 

1 Way* to Stop Smoking (POA0S4) I dblUI.SI 

Cllpart lOpack.,— — , (POAClS)IDdl*k£ 1 2.S> 

COHOHOHven(ftmi) (PDACDI) I dhfctl.51 

CD HOM Bonui OtBk- (PDACD2) I d(*fc.£ I .Si 

MegahallAGA (PDA0S0) I di*k.£l.5( 

Rev^labomSlideilu,- (PDA020) I d>*k 1 1 S< 

DMtay Cruncher* (PDA049) I dltk.£I.S( 

Find «. (PDA0S2Hdhk.£I.SI 

F km Fond DIM. I (POAFOl) I dbk.£2.SI 

Fint Font* DHkl _ (PDAF02) I dhk.£2.S( 

Flrtt Fonts Dtekl (POAFOl) I dnk.£iS( 

UTILITIES 

Directory Opu* 4 £S 1 .91 

GPFAX 2.J*o(tware. £49.91 

Quarterback V4NEW1 , £S2.9' 

LateM ver*ion of thil Fa.t ft Famou* HD harkup utility 
Prima A60OV 1 100 Hard DrWe *etup Miflware. Thh h 

the bett *ctup *oRware on the market — £S,91 

C><arunrbackToah. £S4.9< 

Quarterback Tool* OekBte- , -£ 4« 91 

Xcopy Pro Inc hardware. _ £2S.9' 

VIDEO AND GRAPHICS 

Art Department Pro 2-1 - — 1 1 4 S. 91 

Art Department Scanner tuRwar«_._-__._,-£l 14. 9* 

Brilliance II paint and animation -£S9.9' 

Brilliance Pro. paint and animation... ................. £ 1 49 9' 

Deluxe Paine ] £ I L9- 

Oriu>ePaint4AGA- - 1 Ml 

Make Path ktrVteo £2S.9< 

Mekon M ,, . , £24.9' 

Real I O Claadc _-_———__£ T7 .9' 

Scenery Animator V4 ( 1Mb reqired) __.£49 .91 

Video Creator fnrCDll— £ll.9< 

Video Director £IIS.r 

Vltta Pro l(4Mb required) _.£4S.9- 

WORD PROCESSING/DTP 

FutaJ Copy ;/X*)*eleoaei..NfWIOWPfMCe. £4« 9- 

Bua ■> wW mn Ml mi Unpvi (lit mil HUtk UB i >. in » 

F.-alWritPrDTP . NEWLOWWUCB £71.9- 

Penpal I 1 Of.** 

Ben *elkng frature parked word pubiuSer wKh dalaba»i 

r .... J.1 U.K. ......... £»9.4« 

I < < • 1 1 U.K. veraJon. £14* *< 

PaeeuMtor 1— ■ JUL, 9* 

Pro Pace V4_ 1 1 £ 1 0».9' 

Pro Page V4 A Pro Draw 1 ..CI If.f 

PnMnfl 4 J W/P. af.r 

Word worth 2 AGA ft Fre< M •» SpecMt low price! £29.9< 
Wordworlh J N£W...-.JJrrU7tlJ Of^ERl U4.T 



A B\C RED FERRARI A CARIBBEAN HOLIDAY 



NO! 




ACIBSON CUITAR 

NO! 



BUT YOU CAN CET ALL THESE MASSIVE TITLES 





INDIANA JONES® AND THE 
LAST CRUSADE™ 




BIONIC 
COMMANDO™ 




RICK 
DANGEROUS 



INTERNATIONAL 
SOCCER 
CHALLENGE 



EMOTION 



BLASTEROIDS 1 



ACTION 
FIGHTER™ 



3D POOL 



15 MASSIVE TITLES 



ONE SMALL PRICE 




AMIGA AN 



■ 



CK FOR ONLY £4.99 EAC 



KIM. 1-4Cu«pi> Wh«- 




E W S 




COMMODORE 

SO NEARLY THERE 



Nails arc being bitten to the 
quick throughout Com- 
modore's UK operation as 
the staff wait for Commodore 
shareholders to decide who wins 
control of the company. 

After months of mucking about, 
the final bids were submitted in the 
middle of August, and currently 
Commodore UK's own bid is the 
favourite. It was put together as a 
management buy-out (MBO) by the 
UK's joint MDs David Pleasance and 
Colin Proudfoot. They flew out to 
New York to put their case on 
August 18th 

With City money behind them, 
Pleasance and Proudfoot plan to 
run Commodore worldwide from 
Maidenhead. Commodore UK 
would control the manufac- 
turing, along with the 
research and develop- 
ment. In the 
meantime 



overseas sales would be taken on 
by third parties by arrangement 
with the UK. The most dramatic 
result of an MBO could be the 
renaming of the company. Insiders 
say Commodore might disappear 
to be replaced by Amiga Interna- 
tional or something of that ilk. 

The competing bid is believed to 
be from Samsung which has been 
linked with Commodore ever since 
its first day of liquidation on April 
29th. Taiwanese hi-fi giant Sam- 
sung wants a slice of the games 
action and it sees Commodore as 
its ticket to the gaming booty. The 
company's bid is believed to be for 
only part of the business. 

Whatever happens, it's highly 
unlikely that there'll be any Amigas 
in the shops until November at the 
earliest. Commodore UK has sold 
out of A1200s and A4000s. and 
there aren't many CD32s left either. 
Even if the machines are quickly 
manufactured Commodore has got 
its work cut out to put a decent 
bundle together and to find 
space on the retailers' 
overloaded Christ- 
mas shelves. 




MORE CHAMP 

MANAGER 

Although the Championship Manager horse is lying lifelessly on the 
grass, Domark has decided to flog it one more time, scotching the 
rumours that it was to be shot and turned into dog food. 
Championship Manager End of Season Data Disk allows you to update 
your original Championship Manager '93 disks to include all the player 
data and team statistics from the 93/94 season. This means that plucky Lon- 
doners Crystal Palace will be playing Liverpool (and, no doubt, doing rather 
badly) whilst Sheffield United do their best to rise phoenix-like out of the 
First Division hell they were banished to for playing like big girls. 

The package is on sale now costing £1 5.99 and includes the award-win- 
ning book Fever Pitch which has been described as the best football book 
ever written. But not by us. 




it the MBO is success- 
ful, the Amiga logo is 
fikHy to change to 
D«*vk* Pleasance sit- 
ting on a keyboard in 




We don't understand what 
these things do. 




I f you were clever enough to buy an A1 200 before Commodore went 
I belly-up, then you might just be interested to know that ZCL's CD 
I drive is finally here. 

The distribution company has agreed to ship the drive — made by 
French manufacturer Archos — at a retail price of £199 apiece. The unit 
will bear ZCL's wacky new brand name Zappo. 

ZCL is skipping about in anticipation of glorious sales. "Demand has 
been fantastic, and once the network is set up we expect to ship 10,000 
units plus by Christmas." said ZCL boss Don Carter. 

The wait has been caused in part by the addition of Kodak PhotoCD 
compatibility to the machine. Obviously it will run CD32 and CDTV soft- 
ware too. 

There's no doubt the drive is a hot product. The One's sister mag CU 
Amiga has taken a sneak preview and has been raving ever since. Of 
course. Commodore produced its own version (even though it always said 
it didn't think anyone would buy it) which it stuck in the corner of its 
stand at a trade show in the spring. It hasn't been seen since. But, of 
course. Commodore has had other things to worry about. 



NEWS 
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PHILLIPS 

OPENS THE 

WHITE BOOK 



I 



Now you can have A Fish Called Wanda with your AGA chips. 
Philips has just released three major movies on the Video CD. or 
White Book, format. A Fish Called Wanda, Sliver and The Naked Gun 
are obviously designed for the CD-i, but they will happily play on your CD32 
as long as you have a digital video module. 

Philips has taken a while to put out product on Video CD. Previously its 
discs were all Green Book, a move designed to make them playable only 
on CD-i players. It backfired when it became clear that the CD32 could 
play Green Book discs as well, if not better, than the Philips machines. 



VR HERE 



Forget mistletoe, the coolest 
thing to spend this Christmas 
under will be a Virtual Reali- 
ty headset. 

Three companies have developed 
headsets which they 
expect to ship into 
this country in the 
next few months- 
One of them, the 
CyberMaxx from US 
company Victor- 
Maxx, is designed to 
function on an 
Amiga. 

The CyberMaxx 
will sell for roughly 
£500, while Forte's 
VFX1 system will 
cost around £650. 
and UK-based Magic 
Media's headset 
should come in at a 
remarkable £299. 
Major software 
publishers like Electronic Arts. Ocean 
Software. Sierra and MicroProse are 
said to be developing for VR. 

Although the technology has 
been around for a while, it has been 
very expensive and available only in 




Alien tried to mate 
Vanessa's eyeball* 



the arcades. These three domestic 
breakthroughs should provide a 
giant leap for VR. 

According to VictorMaxx. "a num- 
ber of developers are working on 
projects for Amiga 
which should be 
available towards 
the end of 1994". 
Until that time the 
headset will work 
with current games 
but the experience 
will be "monoscop- 
ic," which means 
that both eyes will 
view the same 
image. But it will 
still be a lot more 
involving than 
when you're watch* 
ng a screen, and 
apparently you can 
even watch TV this 



way. 



VictorMaxx president Kevin Koy 
said: "Virtual reality games will make 
computer games as we know them 
seem archaic." Well, maybe — but 
they'll also make us look very silly 
indeed. As our picture shows. 



AAICROPROSE 
MICROPRICE! 

ilitary machinery is going cheap — and you don't have to go 
MIbI to a Moscow market to gel it! Microl'tose has teamed up with 
■ ■■ ■ Digital Integration to launch a new budget label called Power- 
Plus. And among the first releases are Gunship 2000 and F1 Grand Prix 
(available now), along with F1 1 7 A and Dogfight (October), none of which 
have been available at a budget price before. The games will cost a pock- 
et gratifying £16.99 each. 

It's a bit of a first for MicroProse, which has previously passed on the 
responsibility for its budget games to other companies (in return for a fat 
cheque, of course). Further releases are expected every six weeks or so. 
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Let's hope that Harry puts something quite funny in here because I cer- 
tainly can't think of anything. (How about 'Pants' SI? —Harry.). 



Tactical 



t mw i w / dipping techniques have 
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IS BORN 



Ocean has completely reor- 
ganised its internal develop- 
ment, and given its creative 
team a new name: Tribe. 

From now on any in-house game 
will be credited on the packaging as 
"A Tribe Production From Ocean". 
The new system means that individ- 
ual teams will work on an individual 
game production from day one. 
- ght through to completion. They 
will call in specialists from other divi- 
sions — like 3D engines or sound — 
to add their expertise, but otherwise 
every game will have the same team 
n charge right through. Obviously 
they will want their work recog- 
nised, which is why they've been 
given a name. 

It's a complete rethink by the 
Manchester boys, and no doubt part 
of the reason was the departure of 
Gary Bracey, who had headed up the 
development side of things for over 
a decade. 

As part of the same strategy, 
development work on Ocean's 



famous licensed titles — which have 
included Jurassic Park and RoboCop 
— Will be farmed out to specialist 
developers like, say. Probe Software. 

Ocean obviously believes the big 
money and excitement is in original 
games, but also in CD. All three of 
the original titles that Ocean cur- 
rently has in development are being 
programmed for CD formats (CD32 
should be among them). But unlike 
previous games, they are being writ- 
ten in a code which makes it quick 
and cheap to convert them to other 
platforms. 

The first fruits of the Tribe strate- 
gy will be here in 1 995. David Ward, 
Ocean's chairman, said: "From now 
on, creativity and originality are the 
key elements of absolutely every- 
thing we do. That's the only way we 
can create the type of games that 
will do justice to tomorrow's 
machines and appeal to tomorrow's 
consumers." 

This has been a News production 
on behalf of Samuel J The One IV. 




Buy ond lefl the world'* greatest players - Baggio, Bergamo, 
Gosaxgne, Plait. Fonieca. Batiitulo. Raduaolu, Zola, Gullit. 
Moldim Costacurto & Sauiee. You have full access to fa 
European tranifer morlcet selecting from 3540 players with 35840 
real parameter! Negotiate with teams and players about transfers, 
wooes, bonuses and extras such as tors and houses. Deal with 
each player's own personality and rneir positive and negative traits. 

Ploy in all the great stadia - GuiKppe Meazo, Son Paolo, 
Olirnpko, tuigi Ferraris, & Defle Alpi Select from 64 (8 < 8) dif- 
ferent and adjustable tactical approaches from man to man mark- 
ing, playing a flat back four or a sweeper to doing a Jurgen in the 
box Motivote your team using substitutes ond placing troublesome 
players on the transfer list 

Compete in fnenolies. League, Italian Cup, ECWC. UEFA ond me 
European Champions league Uhlito up to 36 ployort simultane- 
ously within (he unique multi-user system. You con view or print out 
1 3 different charts ranging from the standard league table »a (he 
most consutent player charts. 

Juggle with your Lira, bnng in your Sfranten, and become the 
Supremo Altenalorc 

AVAILABLE FOR ALL 1MB AMIGAS NOW 

AT 25.99 
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CLASSIFIED 

From September 1st all games on sale in the UK should be marked 
with an age rating. The initiative has been hanging around for 
nearly a year and industry governing body ELSPA finally confirmed 
the decision to classify games in May. Now, after all the red tape has 
been used up. the er, stickering begins. 

The One reported on the system back in May. Sorry to be a bit boring, 
but here's a recap. A game should display a sticker indicating the age for 
which they are suitable: 0-10. 11-14. 15-17. 18+. There is no legal duty 
for the retailer to stick by these ratings — they are just guidelines. 

But the games business had to do something, because it is worried the 
government will clamp down and force publishers to go through the 
official censors. That would take money and time. 

Not that ELSPA's scheme is fully supported. Some publishers with a 
global outlook, such as Acclaim, didn't want to co-operate because they 
wanted an international system. But ELSPA expects up to 80 percent of 
chart games to carry ratings from now on. 
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The company which brought 
you Zoo\ has relaunched itself 
— but it is still committed to 
the Amiga. 

Sheffield crew Gremlin 
Graphics has changed its 
name to the rather swanky 
Gremlin Interactive and has 
also binned its six-year-old 
"rainbow" logo for some- 
thing a bit less sort of 
Magic Roundabout -ish. 

Part of the company's 
reasons for changing is its recogni- 
tion that in today's marketplace, 
games have to be lavish and well- 
thought through, making them suit- 
able for tomorrow's technologies. It 
also reckons Gremlin Graphics 
sounds a bit too 'Eighties'. 

Although the publisher is plan- 
ning forward for development on CD 



Gremlin 



and the super-consoles, it hasn't for- 
gotten the Amiga. Two CD32 titles 
Util Divil and Top Gear 2 are released 
this month, while Top Gear 
2 and Premier Manager 3 
are due soon on floppy. 

Marketing director David 
Martin said: "The Amiga is 
still a very powerful market 
for us, and we're not going 
to abandon such a strong 
format. The floppy business 
is still good, and we've been 
pleasantly surprised by the extent of 
software sales on CD32." 

One innovation which could be 
produced soon is the CD-3 concept for 
CD32 games. This is Gremlin's "three 
games on one CD" package, which 
has been tested in the CD-ROM sec- 
tor. Martin says it might be extended 
to Commodore's machine soon. 




WHAT* i HE 

WORLD 

Liquidation ' Pah! The Amiga's standing is so high it can still command 
its own show. For the incurable Amigaholic, the clock is ticking slow- 
ly to December when the World Of Amiga show opens its doors The 
venue is London's Wembley Conference Centre, and the precise dates have 
just been changed to December 9-11 (ignore any previous reports about 
November timings). Expect the event to be like an Amiga market, with plen- 
ty of opportunities to buy machines, peripherals and software. 

The World Of Amiga show is something of a throwback to the old World 
Of Commodore days, and it shows once again the amazing durability of our 
beloved technology. Hopefully a revived and hungry new Commodore 
will be among the exhibitors. 



FLICKS 
OFFER 

Late summer cinema-going 
can save you money on 
games, thanks to a new pro* 
motion by Virgin, HMV and Odeon 
theatres. Virgin has produced 
250,000 cards which you can collect 
from HMV stores and Odeon cine- 
mas. Get your card stamped when 
you go to see a film and, once 
you've got three stamps, go into 
HMV to get a fiver off your favourite 
title in VIE's 85-strong range. Collect 
five stamps and claim a tenner off. 

The offer lasts until October 10, 
and before then we recommend you 
see The Mask at least five times. 



FEAT 



HOW'S THIS WORK THEN, MATT? 



You'll all be glad to hear that the management has told us to start including some techni- 
cal information in our writing. Of course the only problem with this, is that apart from 
Spanner-head Nuttall, no one here knows anything. At all. So, we thought, why 
not get Matt to give a glossary of terms. And then we read his copy. Oh dear... 



- 1 -■; AN| S 

What Matt reckons it means: 

Old aircraft spelt incorrectly. 
What Spanner-head Nuttall reckons: 
Sight then. The A500 can display 32 
colours, you see, which can be dis- 
played using five binary digits, 
or bits. To get all the 
colours, the Amiga has 
to write five sepa 
rate bits to the 
screen, which 
form five 'layers', 
or 'planes' each 
overlayed on the 
others. Hence, er, 
bitplanes'. 

CACHE 

What Matt reckons it 
^teans: 

rhat secret area under the 
floorboards where you keep a bag 
of wine gums for midnight feasts. 
What Spanner-head Nuttall reckons: 
fs there a Mr Leaning in the house? 

HARDWARE ANO SOFTWARE SPRITES 
What Matt reckons it means: 
Well, sprites are what you call the 
characters in a game (you know — 
ruce sprites' etc.) but as for the hard- 
ware ones, er...dunnot A different 
lavour. perhaps? 

tVhat Spanner-head Nuttall reckons: 
The Amiga has eight hardware 
sprites, which it can move around 
She screen without any slowdown. 
Commodore originally thought that 
e-ghf would be enough (fools), but 
as games got more sophisticated, 
programmers began writing their 
own routines to display sprites, 
whkh are generally not as flexible as 
ttteir hardware brothers. 

MHZ UPDATE 

What Matt reckons it means: 
Something to do with how often the 
screen updates its picture. This is 
w+*at Team 17 is always going on 
about, and it seems to make things 
looks smoother. 

What Spanner-head Nuttall reckons: 
fep, rt means fhaf (he screen scrolls 
s<oeways or up-and- 
down by one pixel 
ev*ry 1150th of a sec- 
ond — or 50 pixels 
per second, which is 
the smoothest you'll get. 



32 COLOUR SCROLL 
What Matt reckons it means: 
Well it's pretty bloody obvious real- 
ly, isn't it? You can scroll, only with 
32 colours. Is that it? 
What Spanner-head Nuttall reckons: 
Yes. 

RAM 

- What Matt reckons 
it means: 

The one in TRON 
that gets killed 
in the middle of 
the film in the 
big flying tank 
thing. 
W What Spanner- 
head Nuttall reck- 
ons: 

Random Access Memo- 
ry, or RAM, is the memo- 
ry in your Amiga which stores your 
games when you load them in. When 
you switch off, all the game data is 
lost, so, er, don't. 

ROM 

What Matt reckons it means: 

RAM's brother. 

What Spanner-head Nuttall reckons: 
/( stands for Read Only Memory, a 
type of memory in your Amiga that 
can't be overwritten. It stores the 
Kickstart operating system, which 
saves you loading it from disk every 
time you switch on (just like you had 
to with the original Amiga 1000). 




* 




BUFFER 

What Matt reckons it means: 

It's sort of like a cupboard, where 
you keep all your bits that are ready 
but not really needed just yet. Then, 
when you do sort of 
need them, you go to 
your cupboard and 
get them out. Also, 
Harry would like to point out 
that it's where Thomas The Tank 
Engine goes to bed. 



What Spanner-head Nuttall reckons: 
Actually, Matt, that's not a bad anal- 
ogy. It's actually an area of memory 
which is used for temporarily hold- 
ing data which is due to be printed 
on a screen, on a printer or stored on 
disk. But it could be a cupboard, if 
you like. 

COPPER LIST BACKGROUND 
What Matt reckons it means: 
Sort of like parallax, only not really. 
If it isn't that, it's probably got some- 
thing to do with the Police Criminal 
Register. 

What Spanner-head Nuttall reckons: 
It's a programming trick which you 
can use to easily display thousands 
of colours in the background on an 
ordinary Amiga — usually as a 
smooth graduation. 

RASTER SCAN 

What Matt reckons it means: 
This is when large coloured gen- 
tlemen with big hair walk 
through the metal detec- 
tor in an airport. 
What Spanner-head 
Nuttall reckons: 
Hang on, with big 
hair? Isn't that Steve lies, 
from out of Arcane Software? Well, 
actually, a single raster scan is what 
your telly does to draw one horizon- 
tal line of the picture. It scans across 
the line, looms back again and 
draws the next one down, rooms 
back again and draws the next one 
down, zooms back and... 

DUAL PLAYFIELD 
What Matt reckons it means: 
Now I know this one, I think. It's to 
do with convincing the Amiga that 
there are two 'levels' on the screen; 
one up front, and one out the back. 
This way you can manipulate all 
your, er... front bits, while 
still being able to do 
things behind H. 
What that Span- 
ner-head Nuttall 
reckons: 

Er, what Matt said. 

ADVANCED GRAPHIC 
ARCHITECTURE 
What Matt reckons it means: 
It's all to do with the end of 
the Second World War, and the 
way in which a dead kipper reacts 




to warm water. You also have to 
take into consideration the amount 
of stairs in your house (that's the 
architecture bit), not to mention the 
fact that it's advanced. And graph- 
ic. Er... helpl 

What Spanner-head Nuttall reckons: 
This is the new chipset that's used in 
the A1 200 and A4000. which gives 
you more colours and higher resolu- 
tion graphics to play around with. 

POLYGON 

What Matt reckons it means: 

Avoiding the rather obvious 'lost 
parrot' gag, I reckon that this is a 
nice shape, built up to create fast 
moving graphics calculated by math- 
ematic manipulation, rather than 
sprite, er... moving. 

What Spanner-head Nut- 
tall reckons: 
A lost parrot! Boom 
boom! Ha ha ha ha 
ha ha ha ha-aaaa! 



BLlTTER 
What Matt reckons it means; 
I 'd say that this is probably, well, sort 
of something that's inside your 
Amiga that makes things work. Yes, 
I reckon that's about it. But of course 
there's just a small possibility that I 
really haven't got a clue. 
What Spanner-head Nuttall reckons: 
A 'thing' inside the Amiga that shifts 
blocks of memory around. Very 
quickly indeed. 



CHEESE and ONION 

What Matt reckons it means: 

A particularly tasty variety of crisps 
that became popular in the late six- 
ties. I think Walkers' are about the 
best going. 

What Spanner-head Nuttall reckons: 
Er, I don't really know. I've 
got no friends and no 
one likes me. 




V) COMPETITION 




ONE OF 





SIGNED BY SENSIBLE SOFTWARE! 



And Kharine gathers the 
ball gratefully from Ubik's 
back-header. He kicks it 
out wide to Scooby Ooo, who 
chests it down and passes 
it smoothly through to 
Batman. The Dark 
Knight, with now only 
Henry V and Attila to 
beat, weaves a cun- 
ning path around the 
flailing baby-murderers 
and heads for goal. 

"It's a one-on-one situa- 
tion between Bats and Saint 
Peter. Bruce Wayne's alter-ego uses 
his bat-like powers to lob the ball 
high over the 




short-arsed Angel of God, and sure- 
ly that must be a goal... But wait! 
The heavenly host is quite literally 
levitating his soul! The ball has 
stopped in mid-flight, a 
good 60 metres up in 
the air, and the Saint's 
invisible life force 
pauses before float- 
ing it back across the 
half-way line. 
"We rejoin the 
action as Boy George 
emerges from his deep 
position within Kharine's, ah, 
area, and picks up the ball. A 
sweeping, mincing pass 
through to Commissioner 
Gordon sets the huffing, 
puffing adulterer up the 
field. He shimmies past 
Parsley the Lion, swerves 
around Alan Hansen, and 
then puts the long leg of the 
law to good use, nutmeg- 
ging the canonised mortal, 
and the ball gently caress- 
es the saintly onion-bag." 
And that, sadly, was the 



best tale that Andy could 
think of to write about 
our Sensi World of Soccer 
demo. Which given the 
fact that Wales are a bit 
crap at footy is not sur- 
prising. Can you do bet- 
ter? Renegade is giving 
you the chance to win 
one of 10 leather foot- 
balls, each signed by 
every member of Sensi- 
ble Software! This 
exclusive prize 
could be yours 
'cause we're 
unlikely to 
get more 
than 1 0 or so 
entries anyway 
let's face it. 

And all you have 
to do to get one is 
write a decent story 

>k. — 
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Come with 
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LETTERS 





Ho, hum. Once again it's time for the inevitable slag-off s from 

you, our beloved readers, all topped with a liberal sprinkling of con- ^ 
descending replies from me. If you fancy getting the same treatment then write to us at: 
Letters, 30-32 Farringdon Lane, London EC1R 3 All. And any particularly 
fab letters we receive will win a software prize. But judging by the 
fact that most of you are illiterate I think this is unlikely. 



"THE ONE TEAM 

EXPOSE 

THEMSELVES" 

Dear Sir, 

Following your article in the August 
issue of The One entitled 'Liars', in 
which you rightly exposed some of 
the whoppers told by software com- 
panies to promote flaccid or inade- 
quate games. I feel it only just that 
The One team expose themselves. 

Having quickly become tired of 
hearing the words "Okay, now 
what?" spoken by the 
overweight Prince of 
Valhalla, I (and doubt- 
less others) pur- 




chased The One in order to read all 
those lovely Valhalla tips advertised 
on the front cover. 

What did I find inside? Nothing, 
Not so much as a sniff of a clue. 
Nowt but the smell of pork-related 
meat products and the knowledge 
that 'hot pants' Simes has splashed 
his whopper all over the front page. 
From now on I'll read my copy of The 
One in the newsagents like everyone 
else. Probably. 

Cheers, 
A H Denny. 

Er... yes. Sorry about that 
one. The cover is actually 



designed In the middle part of 
the schedule, usually two weeks 
before the magazine goes to 
press, so that we can put adverts in 
proper magazines like CU Amiga 
and CVG. Although we were 
promised the tips for that issue, 
due to one reason or another they 
never materialised so some other 
hints and stuff were hastily copied 
out of another magazine and used 
to fill the space. In the resulting 
panic to "fill the pages with any old 
crap" (as it's known), the offending 
word wasn't removed from the 
cover and so although we said on 
the front of the magazine that the 




STOP DRIBBLING 



rr 



Dear The One, 
You can't spell. 

I just thought I would send you a 
few paragraphs of pointless sar- 
casm. 

Firstly, I'd just like to state that 
you are all complete buggers, sods, 
steaming turds and toilet seat snif- 
fers. 

I have no doubt that you will 
think up a brilliantly witty reply to 
that remark (you snivelling festering 
baboons' bottoms) BUT neverthe- 
less, I will say that your sense of 
humour is very funny (sometimes) 
and I believe it is wasted on you 
because you are all epileptic 
twiglets And Niffy Nuttall resem- 



bles the slightly irate chappie 
from the Pepperami advert. 

Enclosed is an snapshot of me at 
home. Stop dribbling — I know I'm 
as handsome as you. As you'll see. 
I've signed it. I hope you'll treasure 
it forever. 

Secondly. I will just say as a 
friendly piece of advice, will you 
stop f*@!!?g underrating great 
games. For example, I happen to 
think that Cllffhanger is a superb 
game. I have an acquired taste and 
have found Cliffhanger is an 
immensely fun game. I have com- 



pleted it 3 times and I still enjoy 
playing it on my Al 200. So can you 
place your reviews firmly up your 
cheesy, eggy back passage? 

Good luck in your sick swallowing 
competition. 

Daniel Hobbins. 
St. Johns. 

If you thought you'd send us a few 
paragraphs of pointless sarcasm 
then why enclose this load of waf- 
fle? Was that brilliantly witty 
enough? It should be — I nicked it 
from someone funnier than me. 




Separated at birth?: A camel ( 
ly funny and attractive git. 




tips were inside, er... 
they weren't. We were 

intending to put an apology in 
the last issue but due to Andy "for- 
getting", er... we didn't. Sorry. 
Once again. 

What concerns me most, though, 
is your threat to "read my copy of 
The One in the newsagents like 
anyone else". Surely you must 
realise by now that the average The 
One reader has trouble under- 
standing words longer that 'the' 
and 'but' . and if they know the 
meaning of the word 'house' and 
are able to scribble a simple line 
drawing representing such a 
dwelling then they're probably in 
possession of a couple of A' Levels 
and a degree or two. Nope it's the 
parents who have to stand in the 
newsagents reading The One fo 
their kids. Everyone else just nicks 
the disks. I know I would. 



"COCKS AWAY" 

Dear The One, 

This the first letter I have ever written 
without saying "they probably won't 
read anyway." So you better bloody 
well print it. 

Right, down to what I have git to 
say (notice the spelling mistake?). 
Firstly. I'd like to complain about 
those sad, very sad, gits who keep on 
writing in to complain about spelling 
mistakes. I found the one where you 
printed 'cocks away' instead of 
'chocks away' very funny (yes, so did 
my boss — although he was pleased 
that we didn't miss a vowel from the 
word count' — Simon.). 

My second and final complaint is 
about a certain Scottish git who goes 
around with a sad name such as 
Andre. He's probably some saddo 
who actually likes PD games. 

Anyway, that's I've got to say, so 
<;iao for now, Lois of love, 

Tom Flannery, 

air cores. 
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THE ONE HAS 
TRIED HARD TO BE 
FUJWfY" 

One. 

s years (well, at least 
1. I have been in mourning. Y 
torn black every day I have 
occasionally. 
The reason was a death. The death 
of that most excellent journalistic 
wort of art: Zero. Sob. The One has 
tned hard to be funny and has suc- 
ceeded in many areas. Others nonce 
around saying that the style of 
I— wouc is "childish and puerile". So 
■teat' It's amusing. And games, 
oames. games, makes Johnny a sad 
boy The One has yet to top the kan- 
garoo in the top paddock' style of 
Zero, but it is close. Thus, I am 
returning from exile. Ex-Zero readers 
tremble, cos I'm back. You will soon 
know why. Hehehe. 

Ludwig Ledbury, 
Wantage. 

P S. By the way, congrats on the 
occasionally sneaked-in swear word. 
K makes the mag more 'human'. If 
Mr J. Snodgrass complains cos his 
•2-year-old son reads the mag and 
must not learn rudeys then tell him 
•c slang- word -for- sexual intercourse 
off and read Bunty or something. 

A.sf because you were a regular 
guest in Zero, doesn 'f mean that you 
can come in here with your fancy 
Meas and stupid jokes. Actually, as 
you can see, it does. In fact anyone 
*»no knows what the words 'puerile' 
ano* pants' mean is welcome here. 



"I COMPLETELY 
DESTROY AAY 
FRIENDS" 

Dear Mr. Byron. 

ler looking at your status in the 
Sensible Soccer Fantasy (surely you 
— *an Fancy'? — Legal Dept.) Foot- 
sail League, I noticed that you 
haven't lost a game and only drew 
ttte once. So I have decided to chal- 
***ge you to a game of Sensible 
Soccer as I believe I could — how 
sftou'd I say? — 'kick your rear end 
M' at the game as I completely 
destroy my friends at it and the 
computer doesn't really stand a 
chance against me. 

So far I have won every league I 
have played against the computer, 
not forgetting all the cup victories I 
"jw had, so I would like to add you 
to my list of beaten teams. 

i would play anyone else at your 
line but the record states that 
and your Gotham Park Rangers 
the best, 
•our ass is mine at Sensible Soc- 
cer So. Mr. Byron, don't be afraid — 
be very afraid. 

Damian Haigh, 
Bridlington. 



Well, Damian, you'll be interested to 
hear that you're not the only reader 
who reckons he can take my trousers 
down in a game of Sensible Soccer. /, 
however, don't rise to such pathetic 
challenges. Oh alright I do. Come on 
then you scruffy little Herbert. You're 
crap at Sensi — just ask anyone. I'm 
the World Champion . And I am Sensi 
God. Hahahahahahaha. Ha. 



"COLLECT THE MOST 
POWERFUL HOSE" 

Barry Muir 

1) C) Old git 

2) B) Shropshire 

3) B) Run to the nearest fire sta- 
tion, collect the most powerful hose 
you can find and spray each gremlin 
with as much water as possible. 

Telford. 

What is this, then? A shopping list? 
It can't be a competition entry 
because it wasn't on the back of an 
envelope or a postcard and it cer- 
tainly didn't have the name of the 
competition on the front. You must 
be totally bonkers. 



"THE RICH. CREAMY 
AND DELIGHTFUL 
SMELL" 

Dear The One. 

I just wanted to say your mag smells 
of spring onions. I'm telling you — it 
does! Right, everyone, just stick your 
nose right in the middle of these 
pages and take a good long sniff. 
SNIUIIIItllllllllFFI See, what did I tell 
you — spring onions! My newsagent 
refused to order my copy of The One 
because it always fills his shop with 
the odour of spring onions. No-one 
will go into his shop apart from the 
little old lady who lives in a shoe. If 
you ask me, I reckon she gets a buzz 
from the stench. But not me. It gives 
me a sore head. I have to take a 
break every second word from read- 
ing your mag just to clear my head. 
It's terrible! A suggested smell would 
be the rich, creamy and delightful 
smell of a hospital. Mmmmm. 

I'd just like to end in saying: Rum- 
plestiltskin. Your friend, 

Jock McJimmy, 
Cheesy Wotsitland. 

Okay, Chris Hyde from Edinburgh 
(for that is your real name), what I 
want to know is: what on earth 
were you doing sniffing the pages in 
the first place? Don't you know that 
kind of behaviour rots your brain 
and gives you cancer? 



"YOU SAD ACTS OF 
ALIEN ACID 
BLADDER REMAINS" 

Dear The One (and only), 

So Colin Brown, Sales Curve's Opera- 
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It's the part of 
^ the magazine 

where you ask 
us any questions that may be trou- 
bling you which we endeavour to 
answer. Or make things up. There 
hasn't been that much response so 
far, so get those queries in sharpish! 



Dear The One, 

1) I have The Lawnmower Man on 
video but I have not found the 
computer game. When will it be 
out and where do I get it from? 

2) Can I create stereograms on 
Deluxe Paint /I/ — if so, how? 

3) Are computer effects as used in 
The Mask and Terminator 2 cre- 
ated on an Amiga? 

4) What is the meaning of life? 

Ben Somers, 
Cambridge. 

1) The Lawnmower Man is only 
available on PC CD-Rom, but its 
sequel, Cyberwar, will be out for 
the CD32 in October. Apparently. 

2) No, although EA may release an 
add-on sometime in the future. (I 
made the last bit up. by the way.) 

3) Apparently, the TV series SeaQue- 
st DSV employed powerful Ami- 
gas with video toasters to create 
some of its effects. High-budget 
movies such as The Mask and T2 
use powerful Silicon Graphics 
machines. Or 48k Spectrums. 

4) Pants. 



Dear The One, 

I thought I'd be the first to write in 
and ask the following questions. 

1 ) Why do Simon and Andy look so 
alike? 

2) Why does Mirage always push 
back the release date of Pise of 
the Robots? 

) How comes England are crap at 

all sports? 
) What is the game's name: Kid 
Vicious or Kid Chaos? 



5) Why in the September issue of 
The One does the Contents page 
say Frontier 3 when it is in fact a 
review of a crappy football 
game? It's the same where it 
says Street Fighter 3 when in fact 
it's a solution to King's Quest 3. 

6) Who shot J R.? 

Joe Duyer, 
West Bridgeford. 

1) We don't... Andy has four bog- 
gle eyes and I, okay. . . next! 

2) It's inevitable with a project that 
sire, but the end is almost in 
sight — we hope. 

3) Who says? 

4) Kid Chaos — why don't you try 
reading the magazine properly 
before writing in asking daft 
questions? 

5) It was supposed to be a joke. 
Had you take the time to read 
the Contents page you would 
have notice that we were lying 
about everything that issue. But, 
In your defence, you weren't the 
only person to moan about these 
'gags'— we even had one irate 
git ring up saying he'd bought 
the magazine on the strength of 
the supposed one-page review. 
Oh dear,., 

6) Kristen (the cross-eyed one) first, 
and then Sue-Ellen. 



Dear The One, 

1) Will Ultimate Body Blows (CD32) 
be coming out on the A600? 

2) Is Domark going to make 
another Championship Manag- 
er because I love them and I'm 
brilliant at them. 

Lucan Biggs. 
Gosport. 

1) No. 

2) Yes — there's a data disk out 
now and there'll be a brand new 
Championship Manager out next 
year — though it'll probably be 
A1200-only. 



tions Manager (the September issue, 
page 30, caption 'circle'), reckons the 
guys who are creating Cyberwar are 
sc-fi buffs, hmm? The number of the 
Nostromo ship is LV426? 

WELL WRONG!! YOU SAD ACTS OF 
ALIEN ACID BLADDER REMAINS. 

The title LV426 is the name given to 
the PLANET where Ripley first encoun- 
ters the Alien and then later returns 
there to confront the Alien Queen. 

So naw-naw, naw. naw, nawl 

Game over man. 



Julian Smith. 
Sheffield. 

P S. I've seen Alien/Allens/Alien III 
65303933 times and my video tapes 
are worn through. 

Yeah, but what's Slgorney's 
Weaver's bra size? 

Er... sorry about that. But, as 
you'll find out from the numerous 
crap 'pants' jokes we've gone 
quite immature this issue. I can 
only apologise. 
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In eight years, Bullfrog Productions has grown from a three-man 
outfit to a 40-strong programming army, and yet they've still 
produced just five games. Andy Nuttall visits a rainy Guildford to 
chat with the man who invented the God-game, Peter Molyneux. 




How did Bullfrog begin? 
Peter: I started off writing 
database program called Acquisition, 
in the early days of the Amiga. I was 
intending to do it on the PC, 
because it was heralded as 
the business machine to 
own, but then because of a 
mixup I got an Amiga by 
accident. The company 
wasn't called Bullfrog 
then, it was Taurus — as 
in the bull — and there 
was another company 
called Torus, who produced 
network software. One day I 
was invited down to Com- 
modore, because they sent 
the invitation to the wrong 
company. And the rest is history. 



Have you always been based in 
Guildford then? 
Peter: Yes — in the 
slum area of Guild- 
ford, which con- 
sisted of about 



three houses. I 
don't think that 
many people 
came to our 
original offices, 
mainly because 
they were so \^ 
rubbish — I \ 
mean, they were 
smaller than this 




(Circle) Glen Corpes (pro- 
nounced: core-pez, apparent- 
ly) has been with Bullfrog for about 
eight years. He drew all the graphics 
for Populous, while Peter Molyneux 
programmed, and as a two-man 
crew they produced the entire game. 
Since then Glen has concentrated on 
programming, and produced the 
game engines for Powermonger and 
Populous 2. among others. He's cur- 
rently working on the game engine 
and map generators for Magic 
Carpet. 



*9 " 



Above; Peter Molyneux is the head of Bullfrog Produc- 
tions, an excellent raconteur and the owner of a huge 
house in a distinctly un-scedy side of Guildford (with an 
indoor swimming pool, along with snooker and pinball 
tables and everything). He's got a damned fine car, a gar- 
dener, tennis courts, acres of garden, and to cap it all, he 
came a respectable fourth in our Brainy Programmer feature 
last issue. Git. 
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(motions around the 
small-ish room we're in]. We were 
right on the top floor of this crummy 
old dilapidated building, and we were 
producing business software. And 
when you're making business stuff 
you've got to give the impression that 
you're a professional software house. 

Between us and the ground floor 
lived this old-age pensioner called 
Kath, who's now sadly dead. She had 
severe senile dementia, and because 
of that she would never recognise 
anybody who came up the stairs. It 
was rather like having this weird 
skeleton in your cupboard, you know 
— to have this old hag appear round 



the door just as you were bringing a 
journalist up. 

At one time I remember she went 
completely bonkers. We had these 
Japanese clients in, just after Popu- 
lous. It was a really important meet- 
ing, and the Japanese are sticklers for 
that sort of thing. Kath appeared at 
the top of the stairs with her mop, 
and beat them out! 

I can still remember the screams 

of pain from her as she got her piles 
treated, it's very hard to hold a seri- 
ous face while you're trying to sell a 
database product, when you can 
hear a nurse's voice emanating 
from below. "Now Kath, bend 
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Lett; Peter's aim with Bullfrog is to 
produce "the most visually strong, 
technically complex, but ultimately 
playable games possible." As can be 
seen with all games to date, he's also 
insistent that all his games should be 
real-time and intelligent, so that a 
complete world can evolve indepen- 
dent of the player. Because, as he 
says, "Why should your world die, 
just because you get up to make a 
cup of coffee?' 

over. The nice doctor's trying to Vase- 
line your piles." We had to get out of 
there as soon as possible. 

So where did you move to? 
Peter. The business park. We had a 
small unit just around the corner 
from here, which wasn't totally suc- 
cessful either. It was a small business 
unit, and it had loads of small offices 
all next to each other. The first day 
we were in there we left a window 
open, and burglars got in and ran- 
sacked not just our offices but the 
others as well. So unfortunately we 
started off being hated completely by 
our neighbours. 

It was very hard, because I don't 
mind people messing around in the 
office, after work and stuff. We used 
to have skateboarding competitions 
down the corridors, and there was 
one fad with these little pellet guns, 
played around the business park. And 
there were these other businesses 
trying to do serious work, and us 
doing barrel-rolls and trying to shoot 
each other. We were asked to move, 
eventually, so we moved to another 
unit nearby. 

Is there an emphasis on fun at Bull- 
frog, then? 

Peter. Yeah, absolutely. If you're writ- 
ing games, then what's the point of 
making it look like a proper business? 
People always work better when 
they're enjoying themselves, so we 
encourage it. It's harder with 40 peo- 
ple now, though, because if we have 
a gun battle then it becomes a really 
serious affair! If you'd told me five 
years ago that I'd be running a 
company with 
40 peo- 




(Circle) Mike Oiskett's first project for Bullfrog was 
the Psycho Santa coverdisk for The One. Almost imme- 
diately afterwards he worked on Syndicate, converting 
it to the Amiga, and then moved on to research into 
dynamics and kinematics for 30 models. He was 
sidetracked into helping with Theme Park, because the pro* >^ 
grammer was having trouble converting it to the A500, and 

then he took over the Amiga project completely 





pie, I would have laughed at you. I 
haven't got a bloody clue what I'm 
doing running a company! I haven't 
the first idea. It's all guess- 
work. But it is enjoyable. 



program, anybody, within a week. 
But. it's like learning a foreign lan- 
guage — just because you know the 
language, it doesn't mean you can 
write poetry in it. 



What do you look for in 
a potential employee? 



Were you into games even when writ- 
ing your database? 
£ Peter Simply, the only Peter. Oh, yeah. Sadly, [laughs] I've 
reason to take them on just got a Spectrum and Commodore 
if they really want to write 64 emulator for my PC. I played an 
games. That's it. Pro- old game called Mule, which I always 
gramming isn't that remembered as one of the best multi- 
skillful, really. I mean, player games ever, and it's still amaz- 
ingly good — crap graphics, but bril- 
liant gameplay. 

There's a lesson to be learned there 
— because when programmers used 
to do everything themselves they had 
to concentrate on the gameplay first. 
There were just two of us working on 
Populous, for example: myself and 
Glen [see picture]. 




you get really clever, 
fast programmers who 
produce really small effi- 
cient code, but produce 
ap games. I'd rather have 
a programmer who doesn't 
produce quite so efficient 
code, not quite so 
quickly, but writes a 
brilliant game. That, 
to me, makes much more 
sense. 

Anybody can learn to 




So, presumably, if you produced Pop- 
ulous now the game would be signif- 
icantly different? 



Peter Well, it wouldn't look like it did 
— it couldn't get away with looking 
like it did. We'd need to add an intro, 
and do some end-game sequence, 
and loads of stuff like that. I mean, 
the end-game sequence for Populous 
was embarrassingly bad — and we 
couldn't do that now. 

What's next for the Amiga? 
Peter We're maybe going to do 
Magic Carpet for the A1200. On the 
PC, Magic Carpet is a superb 30 
game with texture-mapped graphics 
and Gouraud shading — in other 
words, it looks brilliant, but it needs 
a super-fast machine. On the Amiga, 
though, the landscape won't look so 
nice — it will probably be more like, 
say. Wrus — although every part of 
the actual game will be in there. 

What about even further on than 
Magic Carpetl 

Peter. Well, Biosphere will definitely 
be coming out on Amiga, at the 
same time as the PC — around March 
next year. It's essentially in the same 
series as Theme Park, but this 
"Tie you get to run a 
team of genetic and 
planet engineers, 
who modify 
planets for 
shiploads of 
r\ colonists. 
\\ U nf o rtu- 
nately for 
you. the 
colonists 
are gener- 
J ! ally hair- 
dressers and 
telephone 
engineers, (Gol- 
gafrincham eat 
your heart out?) so 
when they get there 
they're pretty useless — and they'll 
probably be eaten by the dinosaurs. 
So you have to protect them. 

Lastly, if you were the boss of Com- 
modore, and another company 
bought you out, what would you do 
for the Amiga? 

Peter: The Amiga cannot win the 
technology race. Against Nintendo, 
Sony and Sega, whoever buys Com- 
modore out can't possibly win tech- 
nology-wise. The PSX, for example, is 
awesome in terms of its capability. 
The only one major advantage that 
the Amiga's got against all these new 
machines which are flashier and 
faster — and maybe cheaper, even — 
is that it's got a keyboard. 

So, if I was them, what I'd do is 
shove the fastest 68000 in there that 
I could, shove the fastest Blitter [see 
page 17] in there that I could, and as 
much memory as I could get away 
with, and then undercut the price of 
a PC. It's still streets ahead of the PC 
in terms of friendliness. O 





i Boris Verne, a uniquely ordinary guy... 

Mile he's sitting quietly at his 35-bit Excellence 
: home computer; The next he's being transported to 
*»ension by his eccentric uncle's Virtual Dimension 
Inducer! 

■e how he teels when he emerges from a rip in the 
ce-tone continuum into an unknown dimension... 



Rotoscoped game character, with real 
scaling and over 500 frames of animati 



Lush, 256-colour hand-painted scenes 
teeming with background animations... 



V 



brarter vein) alien worlds and their even wierder alien 
' iAtfMts! Guide Boris on an action-packed chase across 
Ik frib of space to find a fabled lost star Help him find the 
key to defeating the evil Golden King who rules his 
UNIVERSE! 



Feel the sense of total immersion in this 
parallel universe, enhanced by atmospheric, 
mood-responsive music... 




Universe © Core Design Limited. All Rights Res 
55 Ashbourne Road Derby DE22 3FS Telephone (0332) 297797 Facsimile (0332) 381511 
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CAUTION! 



No space for a 
'proper' VtfiP Intro 
this month — 
we've got too 
much great stuff 
to cram M Over 
the next few 
pages, expect to 
find the most in- 
depth previews of 
the games you 
want to read 
about, kicking off 
with Matt 
Broughton's hilari- 
ous look at one of 
Ocean's forthcom- 
ing EA licences. 



o 




bit of a Mega 
Drive classic in its 
time and. fortunately for 
us Amiga owners. It man 
aged to survive the jour- 
ney over to our house 
where it did equal) 
for itself. In 
months Jung 
sequel, will 
and should be 
screens in a 'helicopter-flying-round' 
sort of way before you can say 'bug 
testing' and 'putting it all together'. 

Hyperial are the lucky develop- 
ment team to have been tasked by 
Lord Ocean to produce this fine con- 
version, and Stuart Johnson, one of 
the Ashborne-based company's 
partners — not to mention being 
Jungle Strike's senior programmer — 
agreed to a bit of a chin-wag with 
my good self. So, I ask, what should 
we expect from the man? 

"Well I've tried to keep this con- 
version a lot more faithful to the 
original than Desert Strike was. 
What I really wanted was to make it 
smoother than the original Mega 
Drive version, taking the jerkiness 



Us 



PUBLISHER : 
DEVELOPER 



Johnson (senior programmer/part- 
ner), Dave (garrison (artlM^^rt- 
ner), hynes Hawkins (producer — 
Ocean). 

INITIATED: March 1994 



out of it. The idea was to get it run 
"ning as smoothly as possible so you . explains, "Some leyels 
could just get on and play it without have come up renlly 
anything catching your eye 'and irri- well, while with others 
tating you — which was my biggest the best we could do 
criticism of the Mega Drive version." was keep them .the 



The main problem the team 
ly faced was the size of the game. 
When they first started the conver- 
sion, all of the files they received 
arrived in Mega Drive format; Mega 
Drive Maps and Mega Drive blocks. 
Stuart started by writing some pack- 
ages that allowed him to view it all on 
his Amiga, and then to convert it into 
usable maps. After their first conver- 
sion attempt, they ended up with over 
two thousand blocks to generate a 
map, very nearly filling the machine, 
so the team had to concentrate on 
getting it all into some usable form for 
the artist to then convert and bring 
down to a more sensible number of 
blocks. 9 

"We've done our best to pick 
the graphics ug." Stuart 
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same as the original. The main prob- 
lem with converting from Mega 
Drive hardware, is that it uses 8x8 
blocks, and with its facility to flip 
and direct, it's able to fit a lot more 
blocks in. We've had to compromise 
by redrawing the structures to use 
the Amiga's 16x16 blocks instead, 
and though in some areas we've 
been able to improve on it, it's taken 
detail away in others." 

Fitting it all into the Amiga hasn't 
been too big a problem with the 
A1200. but the A500 version has had 
a few corners cut. "Mainly it's the 
graphic detail that's been compro- 
mised, but I can't really take out too 
much in the way of sprites 
without affecting the 
game. The speed will be 
preserved by reducing 
the bitplanes which will 
obviously speed up the 
I . drawing process, and if 
: my calculations are 
right, they tThe'versions] 
should come out about the 
same speed. It's really just been 
(iqcr than I expected, overall. I 



knew it was big when we tofik it«n. 



I've just realised that considering I'm writing about a game called Jungle 
Strike, there aren't exactly a ptethora of screen shots containing anything 
vaguely jungle- likfare there? I did however manage to find a couple of .ok* 
trees to show you in Washington DC. I also found a police car and some 
luvverly houses. I hope you enjoy looking at them as much as I enjoyed tak- 
ing them. Thank you. 



it was just sitting down and looking 
at the size of everything; the size of 
blocks, the size of maps — every- 
thing. On average, each level's got 
three t&four hundred enemy -sprrfes. 
six to eight graphic blocks in the 
background^ all of which change 
when destroyed to be replaced with 
explosion*, nubble and craters." 

Stuart managed to avoid loosing" 
anything from the original in terms 
of gameplay and sprites, §ut he had 
-'to compromise with some of the 
buildings by sharing^blocjcs^ .Drigi-'' 
nally, every single building for each 
level had rts own blocks, and we just 
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destroying targets not yet assigned." 

Jungle Strike also features more 
animations, more enemy weapons, a 
lot more firepower, and (and this is 
the best bit!) tons of other vehicles 
that you can land and transfer to, 
such as a hovercraft, a bike, and a 
stealth fighter. According to Stuart, 
just having different vehicles changes 
the gameplay quite radically... 

"In the second level, for instance, 
there's tons of water and a huge 
bridge that blocks your heli- 
copter from getting to the 
other side. Here you have 
to transfer to a hover- 
craft which can get 
under the bridge 
and is also fast 
enough to 
avoid the speed 
boats that 



"Well code- 
wise they're 
pretty stupid. 
It's not a hyper 
artificial intelli- 
gence — they're 
all following pre- 
set paths and 
destinations — 
but the way 
they're worked 
out within the 
actual gameplay 
gives a good 
impression to 
the player — 
their aiming is 
very good, etc. 
It's hard to 
explain, but the 
way the paths 



As in Desert Strike, your trusty helicopter comes 
complete with Its own supply of Hydra and Hellfire mis- 
sil«s..not to mention an unlimited amount of chain gun 
ammo. Needless to say that the larger the target, the 
more firepower you'll need, which, unfortunately for this 
truck driver, means that the Hellfire currently winging its 
way towards him should 'give him a few problems'. Bye 
bye baby, baby bye bye... 



'I Know how the 
embassies are going 
to be attached. . . . 
I he carbortbs you 
are looking for are 
Green Station Wagons 



STuart has tried to present the mis- 
s*on information in a more interest- 
ed way, so rather than just having a 
tert briefing, has used a number of 
cut scene graphics to gradually give 
-** player more and more info as It 
becomes necessary. Here, rather 
■Jtan just being told to attack the 
green station wagons at the start, 
yew get to beat up a prisoner first. 
Ir.. great! 

:cKH3n't have that. The overall effect 
isn't different, but if you sat them 
smsc by side you'd see that they're 
■set exactly identical. It doesn't make 
. z ^--ence to the game, it's just 
r aesthetic." 



are 

after you." Phwoarl I'm excited 
already. "In another mission. The 
River Raid, there's a stealth fighter 
which has got tremendous firepow- 
er, no problems with fuel or 
weapons — just a never ending sup- 
ply — and goes very very fast. 
You've got variable height, so you 
can come in for low-level attacks 
and high-level attacks, ducking 
under things. For each event it's 
down to you to work out which 
vehicle is going to work best — how 
to approach it, and how to attack 
it." 

OVERHEAR 

Jungle Strike has much more in the 
way of mobilised enemy forces, with 
tanks trundling around after you 
complete with independent turrets 
that aim at you as they drive around. 
The water levels feature huge sub- 
marines, and speed boats that whiz 
about, while the standard levels 
include such beauts' as terrorist- 
filled trucks that drive off and have 
to be chased. I ask Stuart what level 
of intelligence to expect from these 
fanatical chappies. 



are set, it would 
appear to the player that it's doing 
something interactive towards you." 
And what about the ever-popular 
cannon fodder, the naughty snipers? 

"Yes, there are hundreds of little 
men. all with different jobs. They 
run around, wave at you, jump up 
at you, try to get 
picked up. The 
snipers sometimes 
sit down, some- 
times run across 
the ground after 
you — again pre- 
set in their individ- 
ual ways..." And 
sometimes get 
shot? "Er, yes." 

The helicopter 
has its own intelli- 
gence as far as the 
use of winch and 
ladders go. auto- 
matically selecting 
and collecting ammo, fuel crates or 
prisoners, as it. detects their pres- 
ence. "You've still got the skill of 
lining it up, but there are affecting 
factors, such as which co-pilot 
you've got. There's also a pick-up in 



the game which 
winch collection." 



speeds up the 



OVEN FEAR 

Hyperial has made a number of 
changes during the conversion, try- 
ing to make every aspect of the 
Amiga game as attractive and useful 
as possible. 

"There are 
cut-scene ani- 
mations for 
each level, 
showing each 
task within 
each mission. 
There are also 
the pop-up 
windows, 
which 1 hope 
I've improved 
from the origi- 
nal Mega Drive 
game. Before, 
it just flashed 
up on the 
screen to check your status — which 
I found was very easy to ignore — 
often leaving you wandering around 
aimlessly because you don't know 
what you're doing. I've now made it 
so that as soon as you pick up the 



£ tl I've tried 
to keep this 
conversion a lot 
more faithful 
to the original 

than Desert 
Strike was. ^ ^ 

Stuart Johnson, Jungle Strike's 
Senior Programmer. 



OVER HERE 

So what did Stuart think of Jungle 
$B*k9 when he first saw it? 

TWte n I was first given it to look 
at I thought it was just 'okay', but 
•japa I started to get into it, and a 
«r~ v*ep<ess nights later I was well 
tMressed. It's still in the mission- 
^Ke mould, but there's a lot more 
ffcMsang in it — you're given mis- 
•jom So complete and In some cases 
to finish one to activate 
Quite often, if you head 
— ssions the way you're told, 
mto all sorts of trouble, 
with a bit of lateral think- 
j<an find ways of making the 
w easier — doing things you 
it briefed to do, such as 
changing vehicle, or moving up and 





This is the git of the plot, the evil 
Kilbaba (on the left). He's actually 
the son of the Oesert Strike 
madman, though apparently more 
completely ruthless than even his 
father was. Suffice to say, you'll be 
wanting to put a missile up his bot- 
tom as soon as you possibly can. 
And no mistakin'. 




Er... bloody hell eh? Snow - can't live with it. can't live with it. I don't 
know. If I had a penny for every time I've had to sweep off this landing 
pad, I'd have £7.63. Has anyone seen my long john»7 
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They promised you mora vehicles, 
and more vehicles you've got. Here 
are just a few of the new toys you 
can play with, including hovercraft, 
motor bikes, tanks and, most impor- 
tantly, a nice little VW van so that 
you can go on holiday to places such 
as Devon and Cornwall. These week- 
end breaks might not make it into 
the final game, though. 




Though a few graphic shortcuts have 
been taken with the conversion of 
Jungle Strike, Hyperial has managed 
to keep in all of the main helicopter 
animations. This leads to a much 
smoother movement than in Desert 
Strike, and, what with the faster 
scrolling, gives a much more 
playable end result. 

agent or the spy on the first level, a 
sliding window scrolls up right in 
front of you with all the important 
information in there as soon as you 
need it. Hopefully this will make the 
stuff that's important more clear. It 
also looks nice as you get a graphic 
of Ihe prisoner or whoever telling 
you something very important to 
the game." 

So now that Stuart's nearing the 
end of the project, what part of the 
programming does he fe*i most 
proud of? 

"I'm most chuffed with getting the 
priority right so that things can go 
behind buildings. At first I thought 
It would be no problem, but then, 
sitting down and working it out, the 

Phwoarl It's just like a James Bond 
movie, isn't it? Having more enemy 
vehicles in the game gives Jungle 
Strike a less 'lonely' feel than Desert 
Strike had. Civilian, police and army 
cars and vans fill the streets and 
can, needless to ray, be blown up 
should the fancy take you. Don't 
worry, a few seconds after I 
took this picture, I DID 
blow everyone 
up. 



size of the helicopter meant that it 
wouldn't use any of the Amiga hard- 
ware or the hardware sprites in fact. 
The whole scroll — all the heli- 
copters, the engines, everything — 
are all software, and the priority 
masking that makes it go behind 
buildings is also all software. I was 
unable to use the hardware without 
cutting down the size of the heli- 
copter, which I didn't want to do. 
That caused a few problems until 
we hit on a solution that didn't slow 
it down too much." 

What Stuart actually did was to 
make clever use of the graphics, 
explaining very specifically how he 
wanted things organised in memo- 
ry, using the actual colours for the 
masking and then cutting up the 
helicopter image before pasting it 
on screen. That had to then be done 
with Its shadow, the rotors, the 
body, the winches, etc. 

"Looking back it's quite simple, 
but at the time it wasn't working 
and I'm quite proud to have sorted 
it out. We did think of letting the 
enemy sprites do this as well [move 
behind buildings), but considering 
the situation only arises a couple of 
times in the entire game, it didn't 
seem worth risking the speed. On 
the Mega Drive It was all automatic, 
every inch of it was a sprite in its 
own priority, and the hardware 
sorts It, so there was no considera- 
tion for that when the game was 
originally designed." 

So what's next for Hyperial? 

"We've got some projects in the 
pipeline, it's just a question of what 
we commit ourselves to. I've got 
some holiday I plan to take first." 
Well, considering Stuart's been 
working flat out on Jungle Strike for 
seven months without a break, I 
don't blame him. Anyone for a nice 
plate of chopper? A 



UERPONS 

Hiitimr; h.orh: guns 




As you can see, the map and 
information screens have 
remained much the same In 
format, only looking a tot prettier 
now. You have more to look at as 
far as read-outs go. and also have 
access to ye olde database, filled 
with all the latest gossip and 
news (inset). As you can see, the 
maps are comparable to those in 
Desert Strike, with multiple 
targets (i.e. lots of things to 
blow upf). 



'Hang on!' I hear 
you shout, 
Where's the chop- 
per gone?'. Well 
folks, cast your 
eyes into the bot- 
tom right corner 
and you'll see your 
good self riding 
the latest in motor 
bike technology — 
complete with big 
chain gun. Of 
course, there's no 
room for your co- 
pilot, so he'll just 
have to stay in the 
'bird'. Don't forget 
to leave the win- 
dows open a bit or 
he'll suffocate. 



i find unci neutralize 
r rt.i terrorist cor bomb* 
before they clzton-itc in 
front of trie a am^necv 
botiriinos node I enr 
used is unknown den t 
tnroct "nnocent cO'Sl 




Wtff 



Whereas Desert 

suggest) entirely fn the desert. Jungle Strike (as 
the name wouldn't suggest) moves across a num- 
ber of scenarios, including water levels and snow 
levels. Apart from being a visual treat, this also 
leads to a wider variety of enemies to deal with 
as, for Instance, tiny speedboats hassle you as 
soon as you get near water. Groovy stuff, eh? 
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After the ashes of USA '94, US Gold picks itself up, straightens 
out its plus-fours r and drives a new ball down the fairway of 
Amiga games. Andy Nuttall is in the rough (like his hair). 



Part One 
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The first of two golf games to 
be WiPped this issue is the 
official World Cup Golf 
licence from US Gold. Following 
directly on from the same company's 
World Cup Soccer 1994, you would 
be forgiven for assuming that the 
two form the beginning of a series 
of World Cup games, featuring pop- 
ular sports simulated on the Amiga. 

But this isn't the case, apparently. 
"I think US Gold would like to be 
seen as the producer of high-profile 
sports sims — Winter Olympics and 
so on — but that's as far as it goes." 
says Steve Hickman, the producer of 
World Cup Golf. "We've acquired the 
rights to the World Cup Golf events 
in both 1994 and 1995, which has 
given us the chance to produce a 
golf game which is better than any- 
thing currently on the market." 

Highly commendable. However, 
obviously Ocean has got similar 
ideas, as you will note from the sec- 
ond golf game on page 38. World 
Cup Golf, though, has a distinct 
advantage: it contains models and 
accurate simulations of courses on 
which you'll probably never get the 
chance to play. 

"For the moment it's an extreme- 
ly accurate simulation of the Hyatt 
Dorado course in Puerto Rico." Steve 
continues, "where the World Cup 
will be played this year. We're also 
going to release at least three addi- 
tional World Cup Courses: Runaway 
Bay in Jamaica. Mission Hills in Thai- 
land, and Mission Hills in China. So 
there'll be a huge range to play." US 
Gold is likely to release the extra 
courses as a set of data disks, to 
come out at regular intervals over 
the next year; although no dates are 
confirmed at the time of writing. 

The main selling point for World 
Cup Golf is its accuracy: the team has 




PROJECT: World Cup Coif 
PUBLISHER: US Gold 
DEVELOPER: Arc Developments: 
Gary Tonge (Lead Artist); 
John Smcdlcy. 

Lee Davles (Lead Programmers) 
INITIATED: January I993 
RELEASE: November I994 



spent a large amount of time 
painstakingly measuring the course 
and rebuilding it on computer. 
"We've gone about this in two 
ways," Steve explains. "We've got 
the topology of the course — the 
curves, the bumps and mounds — 
perfect. For example, if someone has 
actually played a green at Dorado 
Beach and watched the ball break in 
a particular way. when they play it 
on World Cup Golf they'll see the 
ball break in the same way. On top 
of this, all the trees are accurately 
positioned, which makes it even 
more realistic." 



SILICON FOLLY 

As you would expect, a game involv- 
ing this level of accuracy had to be 
researched extensively even before 
the team started coding. "We went 
out to Dorado itself, and chased up 
a full survey of the course." says 
Steve. "Fortunately they had a sur- 
vey done fairly recently, so we took 
that and converted it into computer 
data, Then we took over a thousand 
still photographs of the course, over 
a two-day period, along with a lot of 
video footage. 

"The photos were for the texture- 
mapping, so that we could achieve 



The background* 
are taken from 
hundreds of stored 
digitised views of 
the real Hyatt 
Dorado course, 
which makes them 
look all the more 
realistic. Note the 
teHture-mapped 
water, complete 
with reflections. 
Like. wow. 




Look at the size of those trees! Yeah, so the PC's got speed and full-colour 
graphics, but when you see li'l old CD32 matching it pixel for pixel, it fair 
brings a tear to your eye. No. it really does. 




Hyatt Dorado beach, yesterday. 

very accurate textures on the differ- 
ent areas of the course. Of course, 
the other stage of research was into 
the physics of golf, and what hap- 
pens when you put spin on the ball, 
that sort of thing." 

Texture mapping is normally the 
domain of high-end PCs. simply 
because games which make use of 
it are fast-moving flight simulations 
and arcade games — and texture- 
mapping is a very power-hungry pro- 
cess. One of the very few games to 
use it on the Amiga to date was US 
Gold's Legends of Valour, and there 
was mixed feelings about the results. 

In a surprise move for a golf 
game, the data for the entire course 
was entered into a Silicon Graphics 
workstation, which was then used to 



build the graphics. "We have a num- 
ber of stand-alone workstations, and 
we made a complete 3D model of 
each individual hole on them. We 
then positioned what are. effective- 
ly, cameras around the hole, and we 
get between 300 and 500 pictures 
for each hole — which we then use 
as backdrops for the game itself." 

World Cup Golf is destined to be 
yet another CD32-only product, sim- 
ply because it would take too many 
disks to release on floppy. Indeed, 
the code and graphics almost fill an 
entire CD! "We have fairly efficient 
compression techniques, but still we 
had trouble fitting it on one CD." 
laughs Steve. 

All this bodes well, but how will it 
fare against Ocean's game? 
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/Matt Broughton is all for cartoons with 
semi-naked women, big guns, and just the 
'odd hint' of gratuitous violence, so who 
better to look at ICE's licence of the Manga 
film that started it all? Who better indeed? 



A KIR A is one of those movies 
destined to be filed under 
'CULT'. Apart from kicking- 
off the now huge machine that is the 
Manga Anime production line. AKIRA 
brought violence and sex into the 

cartoon world in a way we'd never Jones (artist), Martin (Assistant 

seen before. With an unique style p r0 duct Manager), 
(not dissimilar to the old Battle Of 
The Planets cartoons) those clever 
chaps, nay Japs, managed to create 
the sort of bun that old freezer 
chops, Walt Disney, would have 
defrosted for 

Though I've seen tons of Manga 
films I've never actually seen AKIRA. 
and can only guess that it must be a 
weird one because when I asked a 

close friend to give me a brief syn- working with such a 
opsis for this feature, he told me: huge licence? "Bas- 
"Okay... people in post-apocalyptic 
Neo-Tokyo. er kids on bikes, vio- 
lence, a sort of evil God-like deity 
bloke-thing that takes over the 
world, violence and, er... then every- 
thing blow* up. Yes. I think that's 
about it." Hmm Perhaps we'd best 



PROJECT: AKIRA 
PUBLISHER: ICE 
DEVELOPER: In-house: Paul 
Atkinson (programmer), Rupert 



INITIATED: January 1994 
RELEASE: November 1994 

come from the film and the structure 
of the game is built in the same way 
as the film itself. There are twelve 
sections, each based on a different 
part of the film's plot." 

And how have the team found 



ing a game on a 
specific licence is 
normally a hin- 
drance in that we 
can only take the 
ideas from the film 
and then adapt 



move on. Paul Atkinson, AKIRA's pro- them into a game. 



grammer says: 

"The project spec was to produce 
a game that would appeal to a wide 
range of players — we didn't want 
something that singled out only one 
group of game players. The ideas all 



but with AKIRA, 
there are so many incredible ideas 
throughout the film, that our real 
problem was how to limit what actu- 
ally ended up in the game. Another 
problem was that because AKIRA is 




such an important property to the 
originators, we've had to get clear- 
ance on everything we did." 

Andy 'The Ganger Nut' Nuttall saw 
AKIRA up and running about three 
months ago and wasn't exactly 
bowled over by the animations, so 
how have the graphics moved on? 

"The game now looks and plays 
beautifully. The graphics are superb 
and the animations are fluid, making 
the game look and feel like the orig- 
inal film. The animation within the 
film is so good that 
the graphics on the 
computer screen 
had to reflect that 
— this was the area 
that had most wor- 
ried everybody. We 
took a big gamble 
producing this 
game, and so took 
on an animator 
who'd never worked on the comput- 
er before. We did this because we 
didn't want him to have any precon- 
ceived ideas about what a computer 
game should look like. It has worked 
very well and we're delighted with 
the results," 

To reflect the different stages of 
the film, the AKIRA game will feature 
a variety of game styles. Here, ICE has 
abandoned the traditional platform 
style for a level of flying action. "The 
bike sections were the last levels to 
be programmed and have proved the 
most time consuming, explains Paul. 

The A500/600 version has unfortu- 
nately lost a fair chunk of the anima- 
tions that'll be found in the A1200 
version, while lucky CD32 owners will 



The game 
looks and feels 
like the original 
film ^ ^ 

Paul Atkinson, AKIRA's 
programmer. 



enjoy animations 
from the CD. 

"The animations provide a good 
method of explaining the story 
behind AKIRA (which is definitely 
not an easy task!] and if we'd had 
more memory, our priority would 
have been to increase the amount of 
animation sequences. The worst part 
of the project has been the short 
development time relative to the size 
of the game." 

And what's Paul likely to be doing 
next? "There are so many versions of 
AKIRA in production that as soon as 
I finish on AKIRA for the Amigas, I'll 
be helping on one of the others." 

With any luck we'll have a review- 
able version of AKIRA next ish. 0 



As you can see from the static 
shots shown about the place, tons 
of stills and animations from the 
film have found their digitised 
way into the AKIRA game. And 
don't they look good? 
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Vroom! Prepare to drive like you've never driven before, as Mindscape 
gives you a thrill-packed speed romp amongst the stars. Andy Nuttall belts up. Eventually. 



PROJECT: Mega Race 
PUBLISHER: Mindscape 
DEVELOPER: Cryo Interactive 
Entertainment; Lionel Guillang 
(CD32 Programmer); Frank de 
Luca. Madjid Talbi (Graphics); 
Stephane Picq (Music ft Sounds) 
INITIATED: August 1991 
RELEASE October 1994 

Since Hie potential for CD-ROM 
was realised, nearly a decade 
ago. hardware and software 
companies have developed machines 
and software to use them. But, for all 
the press hype that surrounded it a 
couple of years ago, CD-ROM storage 
has been comparatively slow to take 
off — with still only a handful of soft- 
ware companies regularly producing 
CD-based games which do the format 
any kind of justice. 

One of the companies which looks 
set to embrace the CD with open arms 
in the future, though, is Mindscape. 
It has produced consistently good 
'floppy' Amiga games through the last 
few years, including legend. Captive 
and Alfred Chicken, but lately it's 
probably best known for Liberation. 




© 



In all there are 15 tracks, plus several bonus levels, and 
each gels progressively more difficult as you go on. 
When you get to the last few tracks, the Space Gangs 
become crazy, wild-eyed lunatics, bent on your 
destruction. "The tracks are split into five sets of 
three, which correspond to the five different areas 
in which the game is set." James explains. 



the sequel to Captive. Originally. Lib- 
eration was only to be released on the 
CD32 (although at the very last minute 
a cut-down At 200 version was pro- 
duced too). 

Its next game. Mega Race, will hit 
the CD32, and the CD32 only, in 
November. Produced by acclaimed 
French softie Cryo Interactive, which 
programmed the original Dune game, 
Mega Race is set in the type of futur- 
istic world which can only be 
described with "superb rendered visu- 
als." Kind of like Microcosm — but, as 
Mindscape would have you believe, 
with new added gameplay. 

Mega Race is a Running Man-style 
game show, where the competitor 
must fight to not only win, but sur- 
vive. Simon Harris, Mega /face's pro- 
ducer, explains why: "You're invited 
to take part in the show by the host, 
Lance Boyle.." Ah, excuse me? "Ye- 
eess. That's his name, I'm afraid," 
Simon continues. "Lance is really an 
actor, which Cryo digitised and has 
used throughout the game. There's a 
lot of full-motion video showing Lance 
jumping around, introducing you to 
the various tracks." 

Having seen 'Lance' prancing 
around the screen in the flesh, as it 
were, the actor involved definitely 
seems like the type to have "enunciat- 
ed from the back 
row" at some 
point during his 
career (or per- 
haps just 'over- 
acting' would be 
a more under- 
standable term). 
Is he, well, 
famous? "I think 
he's just done 
some bit-parts," 
Simon grins. "He 
was in Danger- 
ous Liaisons, with 
Glenn Close and 
John Malkovich." 
Hmm... not bad. I 
s'pose. 



ROY WALKER 

Still, he manages to pro- 
duce an exquisitely tacky 
host, with just the right 
balance between bright- 
ly-coloured clothing, a 
huge Colgate smile and a 
personality so sickly-sweet 
it makes your teeth itch. The 
intro sets the scene perfectly, and 
introduces some nice Bladerunner- 
style scenarios where the Lance film is 
seen broadcast across the virtual land- 
scape on huge TV screens. 

"When you actually get into the 
game, the idea is you're "virtually in a 
virtual gameshow,' if there is such a 
term," explains Simon. "You're driv- 
ing against a number of Speed Gangs, 
around the virtual tracks, the idea 
being to destroy each Speed Gang's 
leader within a certain time limit, or 
within three laps of these tracks. Each 
track is a fully-rendered 3D animation, 
with the action transposed over the 
top of it. That's one of Mega Race's 
main points — because you've never 
seen a racing game with backdrops 
this good. 

Presumably, then, you have to 
shoot the gang members? "Yeah — 
you have to shoot the other players to 
win," says Simon, "but when you run 
out of bullets you can always ram 
them off the road." he laughs. "The 
main object is to destroy the gang 
leader for each track, but most of the 
three laps are taken up with a large 
number of the gang members which 
you have to get through before you 
reach him." 

Unlike Microcosm, which is proba- 
bly the best-known example of game 
graphics pulled from CD to date, in 
Mega Race you can control the speed 
as well as direction of your vehicle, as 
Simon describes: "We've made Mega 
Race so you can accelerate and brake, 
as well as shift your car about on the 
track. As you press or release the gas 
pedal, the graphics simply speed up 
or slow down to suit. On the tracks 
you find a lot of symbols, which give 



"Hil I'm your MegaHost... Lance 
Boyle! I'm here to tell you that YOU 
(yes. YOU) have been targeted to 
star in the world's top-rated TV 
show of all time People stop what- 
ever they're doing to watch 
MEGARACE! They can't fight it And 
MEGARACE wants YOU!" Hmm, this 
Boyle character really doesn't mince 
his words. Orwel Man-style scenes 
abound when Lance Boyle's show 
Mega Race is broadcast to the 
nation. The animated intro cuts to 
Blade Runner-type shots to show the 
hordes of people, glued to huge TV 
sets from which they can't hide. 
Nasty, eh? 



speed-ups. extra energy, spin-offs and 
stuff, and these all affect the speed at 
which the graphics are drawn." 

SPEED WALKER 

There seems to be a glut of CD-only 
games lately, what with Cyberwar, 
Microcosm and Nova Storm. It's a new 
direction for Mindscape, but Is It 
something we're likely to see more of? 
Simon certainly thinks so: "Yeah, we're 
heading that way. As part of the Soft- 
ware Toolworks, our parent company 
in the States, we're one of the largest 
CD-ROM publishers around at the 
moment. And yes, we are moving 
towards the type of game which can 
be CD-only. We have several projects 
on the way which will appear on CD 
— I think we're up to double figures 
at the moment." 

A criticism which has been levelled 
at most CD-onry games to date Is the 
linearity — that the CD can only dis- 
play pre-recorded graphics, just like a 
video, rather than creating the graph- 
ics as it goes along. This applies, in 
some ways, to Mega Race, but Mind- 
scape has been keen to make the 
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than average 
chuck toads of graphics, 
sound, and lots of glitzy 
s. just as we have with 
S*non says (sorry), "how- 
ways the game has to 
we're spending so 
ifcfene on these things. Mega Race 
i dc th* first CD-based arcade 
as *a* as we're concerned, sim- 
buca u s e it involves both driving 
elements." 
it should be said, the driving 
are rather realistic. Some of 
trecfcs an? real roller-coaster rides, 
-*»ch add sickening stomach-churns 
•» Vst lead-pumping action as you 
Mb and weave around some of the 
"■o r * curvy circuits. 

"Oyo was trying to do something 
a M Afferent than just taking an ordi- 
nary Amiga game and chucking it on 
*wtn a load of flash graphics," Simon 
. — -„es it was specifically devel 
•pad with these huge 3D Studio-ren- 
tfvta graphics in mind, so it actually 
enhances the game itself — it's not 
gJttz " 



And, as a testament to the power 
of the CD32, Cryo has actually taken 
advantage of the machine's higher 
resolution over the PC CD-ROM, and 
produced an even better-looking 
garnet "It's not a direct conversion of 
the PC game," admits Simon, "it's in 
fact a direct conversion of the 3D0 ver- 
sion. So rf you run the two side-by-side 
the PC graphics are noticeably more 
pixellated — and there are slightly 
more colours as well, because it uses 
the full 256-colour palette." 

There is a negative aspect to this, 
though as Simon explains: "Because 
of the increased resolution, we haven't 
as much room to fit the tracks onto 
the CD. So you'll find that there are a 
couple of tracks missing from the PC 
version, but the disk is actually full." 
Blimey and, er... O'Rielly. 

SPEED FREAKS 

Mega Race was released on PC CD- 
ROM around four months ago, and 
since then it's held the top slot in the 
CD charts for five weeks — so with the 
CD32's higher market share Mind- 

Of course, futuristic racing and fight- 
ing cyber-games wouldn't be 
complete without a few space scenes. 
The trio of Junkyard levels are set 
just there — in outer space — where 
you'll find the race tubes suspended 
"In the middle of nowhere," according 
to Simon — and I suppose he should 
know. "Junkyard is set In Fractlllian 
Space," he continues, "which is where 
all the 2tst century equivalent of 
yuppies go." 

The three water levels are based 
around a planet called Maeva. which 
is quite, er. watery. Oh, urn, great — 
here comes James Morris. PR bloke 
for Mindicape: "The game show 
designers couldn't find the legend of 
Atlantis to set the game show there, 
so they built the nevt best thing." 

The penultimate area Is Factory 
Land, which Is set on the outskirts 
of the main city. "The edge of the 
city Is just wasteland, really," says 
James, "which is obviously a great 
setting to place a few tracks for 
Mega Race, because of the great 
wide-open spaces. The track has a 
great big loop in It, and spinning 
disks with Cryo on them." 

San is a kind of replka of San Francisco (of The Streets of...' fame). "In New 
San you can find the big hill," explains James, "and the Golden Gate Bridge, and 
the very first track. The story is that VBTV, striving to 
find new Mega Race locations, built a huge 
speedway right through the middle of 

town. Because they have to 
entertain as many people as 
possible, of course, as TV 
stations do." 




00000 





MEAN MACHINES 

At the heart of Mega Race is a B 

small but well dpvploped range <^«»jjlS^is^l^« 
super each differently ^B^B""^^^^ iFfl^V 

suited to the worlds which you l*^^aiHBr jjrB 

drive through in the game. 3D ^^"^^^^ 

Studio, the PC-based rendering V ^^^^ *'"a^faw!2 

program, was used to m ^ ^^1**^— *. 

produce not only these fine 

specimens of virtual automobiles, but also all the tracks, backdrops 
and intros in the game. So take a good, long look at (literally) the car 
of your dreams, because with the correct weaponry, it could win you 
your life... 




scape looks set for some healthy 
returns. "Mega Race CD32 has been a 
very quiet project," says Simon. "It's 
actually been in development for 
around a year, but nobody 
has really heard much 
about it until now." 

On the PC Mega 
Race received 
mixed reviews 



and some people said that the cars on 
the PC looked like they had been over- 
layed onto an animation — which, of 
course, they had — but we think 
we've solved that because 
of the increased num- 
ber of colours on 
the CD32. The cars 



from the press, 
with some jour- 
nalists highlight- 
ing the CD's 
shortcomings as a 
downfall of the 
game. However, for 
the CD32 Mindscape 
has listened to some of 
those criticisms, and 
tweaked the game to counter 
them. "The PC version had some very 
good reviews, and some average ones, 
Simon admits. "The main criticism was 
that it was limited by the CD — but 
that's the way CDs are. We're trying 
to provide a playable racing game that 
looks stunning, which we think we've 
succeeded in doing. 

"Some reviewers said there wasn't 
enough variety in the gameplay, in the 
way the enemies behave and so forth. 
Obviously there have been four or five 
months since we finished the PC ver- 
sion, so we've improved the artificial 
intelligence of the cars, and generally 
made the feel of the game better. Oh, 



you run 
the two side- 
by-side the PC 
graphics are 
noticeably 

more 
pixellated J * 

Simon Harris, 
Mega Race's Producer. 



now look more 
'in' with the 
track they're 
running on. 

It's always 
frustrating 
when develop- 
ers lead on 
another machine 
than the Amiga or 
CD32, because we 
have to wait so much 
longer for games to come along. 
But, when developers do have the 
months in-between to actually make 
the game better, that can only be 
good for the machine. And with the 
number of CD32-only games count- 
able on, well, two fingers. Mega Race 
might just be the tonic it so desper- 
ately needs. Q 

Finally, we have Jelly Mould land, 
where the player drives his super speed- 
mobile through tubes cleveriy entwined 
within a huge bowl of Chrver* 
Strawberry. The walls pulsate as some 
giant Sun-god wobbles his breakfast 
table, creating the effect more 
commonly... (you don't know what this 
Is, do you? — Simon). Er. no. 




You'll notice that the CD32 screenshots look much better than usual this 
issue — and there's a reason for this. Because both Mega Race and Utll 
DMI look so damn hot, we decided to splash out and use our sister 
magazine CVG's scraenshot grabber, which is really quit* good, as 
you can see. They've got much better equipment all round, the gits. 
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MISSING 




All right, so it's a terrible title — but you try coming up with a witty phrase 
with the word 'Flink' in it. See, not easy, is it? Andy Nuttall apes around with 
Psygnosis' CD32-only platformer. 



The C032 has never had it so ?. R .Pi*Hl?fl??. 

good. Just a couple of pages PUBLISHER: Psygnosis 

,ln«. Minjtaap.-, new CD ^XSwill llMWMHH 
baby Mega Race (see page 34). and 

blow me if Psygnosis hasn't come Design: Srwln Klolbhofer (Program- 
along with another little beauty to m| ); Henk Njebo (Crapnks) . 
tempt our eyes (and our wallets) 

towards buying a CD32. INITIATED: March 1994 

While Mega flace is a game which RELEASE: November 1994 

relies on the huge storage capability —•— 

of the CD32 to pull in the hundreds 

of megabytes of graphics from the you expect from a platformer. So it's 
disc as you play. Flink makes more nothing overly-complicated, but per- 
use of the circuitry. Because the haps more thought-provoking than 
developers have concentrated on just most games of this type." 
the one format, they've been able to Flink, it transpires, is an apprentice 
throw all manner of colours and wizard, appointed by the residents 
moving objects at it without jT*"*^ of an island to — yesl — rid 
fear ot slowdown or jerky ■bSC)^ their nome of an ewil wizard's 
scrolling. Psygnosis has con- influence. The nasty wiz impris- 
ced<H) that Flink could bo done ^jft* oned the tour rulers of the 
on the A1200, but there are certain island, and appointed guardians 
reasons why it probably won't be — to help keep them that way. Hmm, 0 
more about that later. out of 10 for originality, but glanc- 
Written by the team behind ing around the page at the graphics, 
Thalion's superb Lionheart, the plat- if there's a halfway-decent game in 
form beat-'em-up with arguably the there somewhere this should be hot 
best graphics on the Amiga to date stuff indeed. 

(except perhaps. Kid Chaos), Flink Is 'To start with." Greg explains, "the 
also a platformer, but with a twist, view of the island will be covered by 
"With Flink, weVe tried to create a dark clouds indicating the areas still 
mixture between a platformer and a under the shadow of the wizard. As 
clever RPG," says Greg Duddle, you clear areas of the magic, more of 
F//n*'s producer. "We've the map becomes visible." The key to 
ended up with a game which moving on in the game, and to even- 
has magical spells and ingre- tually rid the land of the wizard, is 




"Part of the Tree level is like a tribute to Donkey Kong." says Greg, "with 
apples falling just like the barrels from the original game." The similarities 
stop at the big ape, though, because there aren't any barrels, you don't 
have a hammer, and, thankfully. Flink isn't wearing blue dungarees. 




magic, but in Flink it comes in handy 
pint-sized bottles. 

Greg again: "Magic is collected 
throughout the game by either killing 
the bad guys — whereupon they 
release a small amount of magic 
which can be picked up — or by 
opening chests and finding bottles of 
the stuff." Also, if Flink is unlucky 
enough to be hit by a bad guy, his 
magic isn't lost immediately — 
instead it drifts around for a few 
moments, giving you chance to pick 
it up. 

Another neat feature is the chance 



dients, combined with all your use of magic. This is your nor- 
^ the jump-and-run aspects mal, everyday spell-casting kind of to play through the game on Novice 

level, with unlimited continues 
The final level is (which has only previously. I think, 

volcano World, been featured in Ruff V Tumble). 

where you'll find ^ practice mode helps you to p 




the evil wiz.itd. e£. — 



Wainnght. "*» 
least, I think 
name's Wai 
laug 
somet 

that. Anyway,; 
is the most 
level of all, because 
you have to dodge 
the f iut. a* wellas 
worrying about the 
wrath of the Wiz." 



- pty e game," says Greg, "but it wo 
• _^et you on to the final stages — so 
—ou'll have to brave the normal level 
find them." 

Because magic is the key to much 
t -"6*Tthe game, and you have to create 
your own spells, the chances are you 
might not have the correct spells to 
enter a particular area in time. Psyg- 
- nosis has already thought of this. 



though: 'The player will be free to re- 
enter any stage at any time." Greg 
explains, "because areas that were 
inaccessible may be discovered as the 
relevant spell is found." That means 
if you discover a spell which appears 
to have no purpose, the chances are 
it could be used to open up a secret 
room in one of the hidden levels. 

MONKEY BUSINESS 

Psygnosis is probably the most active 
Amiga developer at the moment, 
with a comparatively busy Amiga 
release schedule for the coming 
months. So, it's only natural that the 
Flink crew approached our Psyggy 
with their latest game — and that, as 
it transpires, was exactly the case. As 
Recounts: "In Spring last year, 
they had finished Lionheart, 
tlje. developers contacted me and 
said they'd like to make a game with 
Psygnosis. I asked them to submit a 
design, and they went away for a 
while and put it together. 

"The design they came back with 
was great — and included some of 
the preliminary sketches whicrryou 
can see around this page. We gave 



Gregjeo 
nTju^Jfer 
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in Flink is the Forest 
■•ttich contains all manner of 
land carries mora than a 
resemblance to Lionheart, I 
add). "In tha Forest you'll 
bald-haaded thieves, who try 
into you and nick your 
explains Greg. "And sine* 
all the items you can gat 
%a tiu the spells. It's a good idea to 
ga* them before they get you." 

the go-ahead, and the results.., 
you can see them for yourself. 
The team's been a pleasure to work 
with — they're fast, reliable, and very 
creative, and they've turned out a 
great game." With 
praise like this, it's 
perhaps not surpris- 
ing that Greg and the 
team are already plan- 
ning their next collab- 
oration. Which he 
won't talk about, nat- 
urally. Thanks. 

"The character is 
really cartoony," says 
Greg. "If Flink mixes 
his spells incorrectly his spells blow 
up in his face. The artist has worked 
absolute wonders with Flink's ani- 
mation. As he slides down hills he 
looks panicky and shocked — that 
sort of thing. 

"But it's not just graphically 
appealing, of course." he stresses. But 
then he would, wouldn't he? "The 
gameplay is really well balanced; so 
much so every member of the Mega 
Drive press who has written about it 



The team's 
been a pleasure) to 
work with — they're 
fast, reliable, and 
very creative 



PsygnoSH 



has loved it. The island in which 
Flink' $ set is split into six different 
graphical areas, which are in turn 
divided into between three and six 
sub-levels, making a total of over 55 
levels for you to win through. 

CHIMP PANSIES 

You might expect, as we did. that 
there are inherent problems with 
converting a game from the Mega 
Drive to the Amiga. Not with these 
boys, it seems — because they're 
Amiga fans first and foremost. 'The 
graphics on the Amiga will look 
exactly as they do on 
the Mega Drive," 
says Greg, confi- 
dently. "They were 
originally drawn on 
an Amiga anyway; in 
fact, the whole edi- 
tor was written on 
an Amiga, and all 
the levels were 
designed on an 
Amiga too. Because 
lived on an Amiga first, con- 




it all 

verting it to run on the CD32 should 
be fairly routine stuff. 

"I think they may have to cut out 
the odd enemy from an attack, 
though," he 
admits, 
"because 
they're 
determined 
to keep It 
running in 



In the Village level, 
you can see what can 
best be described as 
'Viking-type blokes,' 
who wield spears 
menacingly In your 
direction. Over to 
Greg once again: 
"Bouncing on them 
once squashes them 
Into their helmets, 
and then again caus- 
es them to release 
some magic." 




BLACK AND W 



hen they were showing their ideas for Flink off to Psygnosis. the devel- 
opers put together a comprehensive portfolio of rough sketches show- 
ing possible scenes from the game. Here we've managed to grab a cou- 
ple of them, just to show you that you don't necessarily need a 
completed game to sell to games publishers (although you do need some 
programming and graphics talent). 




50 frames (smooth 
scrolling, of course, 
as regular readers of 
The One's WiPs will 
probably know]. But 
it won't be very much 
— Just one or two 
creatures at the 
most." 

To cap a relatively 
'easy' project, even 
the digital audio 
soundtrack is ready 
to be included, 
because it was origi- 
nally written for the 
Mega CD version. 
Handy, eh? 

But why is it to be 
CD32-only? I can 
understand the large 
quantity of graphics, 
but with something 
like Kid Chaos possi- 
ble on a standard 
Amiga, surely there's 
scope for Flink — at 
least on an A1200? 
"There was some 
thought given to an 
A1200 version," Greg 
concedes. 
"But to be 
quite hon- 
est the 
Amiga mar- 
ket just isn't 
really there. I 
don't want 
to put the 
Amiga down, 
because it's my own 
favourite, and it's a 
real shame that it's 
in this state. We've 
just released Bene- 
factor, which is a 
nice little game, but 
we're not expecting 
it to sell in massive 
quantities," 

The other main 
reason behind the 
lack of A1200 version, apparently, is 
because of the inherent problems 
converting it to use a one-button joy- 
stick — the CD32, of course, is 
blessed with more buttons than 
someone with ten hands 
could possibly need. "The W 
CD3?j>qs** fewer problems 
thanthgA1200rn terBR of con- 
version, simply because we cm 
make use of thy extra buttons of 
the controller. We ihoycjht that a 
CD32 version wStilcT be worthwhile. 
It wouldn't take too much of the 
developers' time-artd it would be 
something for CD32"Owners which 
they can't get elsewhere." 

Although Greg made the comment 
about the state of the Amiga market, 
which is highlighted currently with 
Commodore's great- dilemma, I 




'The end of level baddy on the Tree Level Is a big 
gorilla-thing, who Jumps up and down on you, and 
throws apples," Greg reveals. "The Idea Is to grab the 
apples and throw them at him." A bit like David and 
Goliath, but, er, Flink and Big Ape. 




These still screenshots are very Impressive stuff, but 
moving they're so much better. If you've ever seen 
Llonheart you'll know what to expect, but the pro- 
grammars have made use of the extra power of the 
CD32 to throw in even more pretty graphics, more 
animation, and loads more colours on-screen. Wow! 




As you nick through the six worlds of Flink. the map 
scrolls along to show where you are. After you've 
completed a level, a little flag Is raised up tha, er, 
pole, and Flink moves on to the next. 



couldn't let him get away without a 
gentle reminder that there is still a 
huge market — for the right game. 
Just look at Sensible Soccer. Cannon 
Fodder, Chaos Engine et al, which 
have each sold in absolutely 
vast quantities. 

"Yes, for the right game, 
there is," he agrees. "And in 
some ways this may well be the 
right game, but it would take a lot 
more effort on our part to make an 
Amiga version. I don't think we've 
totally discounted an Amiga conver- 
sion, but basically it's just simply a 
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case 




ow it goes'." 
h a game looking this 
D32, don't think I'm 
(which, of course. Is 
you, you moaning 



Welsh teapot — Simon.). 
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Andy 
Nuttall 
stands t< 
one side 
as PGA Tow 
legs high and 
wide in stirrups, pre- 
pares to bear forth 
her first offspring... 



Just like the number 113 bus 
that goes past my house, you 
can wait ages for a golf game 
to come along; and when one does 
there's sure to be another following 
it. The second of this month's golf 
WiPs is Ocean's PGA European Tour. 
which might not look quite as strik- 
ing as World Cup Golf (see page 30), 
jt (t has an immediate headstart 
ith the PGA name behind it. 
The original PGA Tour from Elec- 
tronic Arts is generally accepted as 
the most playable Amiga golf game, 
but it's getting on a bit (three years 
old next birthday), and its features 
have been overtaken by more recent 
golf sims. 

Nick Court, the Project Man- 
ager for PGA Euro, claims 
never to have played the 
original PGA Tour, and 
that the new game is 
simply a conversion of 
Electronic Arts' Mega 
Drive game of the same 
name. "It's a straight con- 
version — like for 
like," he says, "except 
for the new dead-sexy - 



Srrtph 



Driue 



Hole *1 Par H 
Stroke I E 
Distonce.HO? yds. 

Club: Driver 




PROJECT: PGA European Tour 
PUBLISHER: US Gold 
DEVELOPER: The Dome: Gavin 
Harwood (Programming); Rob 
Balderstone (Graphics and Music); 
Nick Court (Project Manager) 
INITIATED: May 1994 
RELEASE: October 1994 



graphics, that is." 

Ah, so the graphics are better took were digitised into the Amiga, 

than the Mega Drive version? "Yeah and used for texture-mapping the 3D 

— I would say so!" Nick laughs. "We objects on-screen. So, a picture of a 

took the Mega Drive version, and the real tree could be wrapped around 




code, and ported it all across. There 
weren't any difficulties, really, so we 
looked at improving the graphics. 
We put some texture-mapping in 
there, and that looked okay for 
a while but we soon got bored 
with it. We ended up buying a 
camera and going around a 
few golf courses to get some real 
shots. It's now come out far better 
than anyone would have expected." 
The photographs which the team 



the model of a tree in the game, for 
example, giving the impression of a 
real tree. Apparently. 

"Say, you've got three different 
types of grass," explains 
Nick. "So, the ga 
draws the grass, line 
by-line, across the 
screen. It draws it 
in exactly the 
same way as the 
Mega Drive ver- 



If you look closely, you can see the great Andy 
Nuttall of Wales taking his perfectly-timed chip 
onto the well-textured green. The clouds reflected 
on the water are a nice touch — except there aren't 
any clouds, of course. Oh well 




Hole *1 Pfir H 
Stroke 3 E 
Distonc#:19 ft. 

H in. oboue cup 



Don't worry — the bloke taking the 
shot isn't supposed to be Seve, he's 
just an advisor. And there are loads of 
other 'great names' in there as well. 

sion, but ours makes use of grass we 
already digitised, so our grass imme- 
diately looks much better than their 
grass. And our water is far better 
than their water — and, in fact, bet- 
ter than the PC version's water as 
well. " (Nice pun mate — Harry.). 
Sadly, the A500 version of PGA Euro 
won't feature any of these super- 
duper graphics: indeed, the A500 
game is an exact copy of the Mega 
Drive version — so the game will still 
remain the same. "We reckon the old 
PGA Tour only used 16 colours, 
whereas PGA Euro uses all 32. And 
the control method is more fluid, 
and far easier to play. It's 
rly fast, still — 
although on theA500 
there is a little bit of 
slow-down on the 
fly-bys." 

The addition of, 
in Nick's words, 
"sexy graphics" 
to a golf game 
has, in the past, 
slowed it down to 
ludicrous speed — 
king Links as an 
example. With PGA Euro, 
the best graphics are reserved 
for A1200-only, but even then, 
doesn't it become a little slow? 
"I don't think so," Nick says, confi- 
dently. "I mean, the game of golf is 
basically a lovely walk, interrupted 
by the occasional hacking of a ball, 
isn't it? I think the speed is okay — 
the new graphics really make it for 
me. and they don't take anything 
away. If we got the texture-mapping 
in there, and the speed deteriorated 
too much, we would take it out. 
After all, what people want more 
than anything is gameplay." A 





A Virus tultai' 4 an enwttal 
purchase n Iheso iisy» 
*hore there an ■■■ .1 ■ ■■ - i . o( 
Amiga viruses Make »um 
your Bartware collection is 
•rao iiem oil know" .mats 

MOO 



V1IM-2. \IKL S KM I I RS 




II youte in to boat em 
up*, heros a Iroal Fighl 
against numerous 
opponents in this Inst 
action beat em up. 
features enhanced sound 
on 3 drive Amiga* 
Out, £6 00 



i BDK6-3 . KO MBAT 




Who needs Sooc or MMP 
whon you can pUy 
tanlastic games like this 
on your Amiga Fast, 
smooth scrolling platform 
game Excellent stuft 
Only £3 00 



1SU5-L MORION SI KlkKSHAC K 




Now the summer e here 
it b t*ne to do the garden, 
and this ii a good reason 
not to. because you'll be 
too busy designing it 
Only CD 00 



A two disk collection ol 
various 5cala background 
features Wood, papet. 
ole Gives your Scale 
production a more 
pro'ess>cmal limsh 
Only £6 00 



SCALA TEXTURES 




Mane your own hardware 
and save CECs Sound 
samplers, memory 
eapansions. ••■ i.i-i ■ i I 
are all here. Includes 
compile diagrams 
Only £3 00 
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Fody top quality 
compugraphjc loots for 
use with WB2-0. 
Paqostream. Wordworth. 
D Panl 4 etc. otc 

Ontf€700 



PSF7-3- ( OMI'I l.k\I'HI( KONTS 




Four all time cla&sc board 
games Scrabble. Cluedo. 
Snakes and Ladders, and 
Monopoly Great lun lor aH 
the family 

AH far only £ WOO 
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This m the most powerful 
Amiga dak duptcalor 
available In 'act trio authors 
say that * you can" copy 
ftcmelhing they'll give you 
your money back 
includes an* A UroV/arn 
Spaaai Pnce £29 95 
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Fifty stunning AGA images 
in 25fl colours AO of *h*h 
will blow your mind AH run 
as a slideshow lor ease ol 
viewing 

OnfyeiSOO 
nVMS»!Mnii*u«s«(i»«sw uuimcift 

n GRIJ5-1 0. BATHING BABES AGA 



The complete RSI demo 
maker, featuring font 
eoMor. vector editor, 
graphic templates. e*tra 
mute lonls elc and a 
complete tutorial 

AH tot only £15 00 

LSI DEMO MAKER 

Foittures all you need to 
crunch, archive & 
decrunch any (He or disk. 
Includes OMS the Dish 
masher. PowerpacKe*. 
LHA elc 

Only €5 00 
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Over 1000 Top Amiga 
game cheats on live disks 
Incudes al popular Mies 
like Monkey Island. 
Project X etc. etc 

Only €9.00 



II .CHT9- 5. 10(11) CAME CI IK ATS 




Off 70 lop quality Imagine 
object* on five gwal oksHt 
include Vehicles. 
Animals. Star Trek and loads 
rrnwa rruwallarwoj* objects 

OrfyttQOO 



DHk\IMU;iM 




Miiruraos ol geneval 
knowledge quesaons 
Subiscls irck*tn Sport. 
Fllmt. Music. Science. 
Geography, fast your 
knowledge *ith th* oacellent 
Irrvia game 



Only Ct 00 

QUZ5-2. QUIZ MASTER 




Run PC sonware on your 
Amiga Supports VGA on tva 
A 1 200 or A4000 worM *fV\ 
your Hinl Oak. Floppy 
Drive. Sena) Parallel & 
mouse pods 

C39 96 



PC TASK 




A five disk sei of over 70 
lop quality lonls lor use 
with Wordwoflh i ot 3. 
Simply MM Ihom and 
they re reedy lo use. 

Onry £10.00 



WWFIII-5. WOKDWOKIII I (IMS 




A selecllon of tools 'or 
degrading your A 1200 
down lo a 500 Very ess; 
to use but OKiromefy 
effective way of running 
old games etc. 

Only £4 00 



PKG4-2. A 1 2Q Q PEG RA DERS 




A compiele Word 
processing package 
Features al standard 
options Hte cut paste, tab. 
spell check elc A very 
easy to use package 
Only £3 00 



WORD PROCESSING 



AG A 15-1 0 . A 1 200 STUFF 



A good selection of games, 
damns, music, graphics and 
loots for use only on lha 
A1»0orA400O A great 
way !□ mMantty buikl your 
AGA norma ra coaactlon 



rnoo 



FREEH ! 

FREE BOX OF TEN BLANK 
DISKS WITH EVERY ORDER 
OVER £25 



Djnl IuijfI b a>t Ii; 




Over a do'en obrecta lor 
use in LigntWave 
Includes Spacecraft. 
Aliens. Lasers. Jet 
Engines. Sky. Clouds etc 

Only £300 



lAYOJ-li.KiHTWW KOHJKt IS 




KDS3-1. RANDOM DOT STEREOGRAM 

CruaM MUf run 'aioiuiling Ra/viryn <m SlarBograma vary 
■st yle usa OVytjOd 



it 


HI 


Get your linancea m order 
with t»a etceikvu peokaga 
Take a closer look al yoi* 
bank accounts , find out 
where all your money goes 






swen mo ■■' 






Only £7.00 


□ FIN7-3. FINANCE 




M you want to be a DudiSng 
lan Beak) or Floyd then THE 
GOURMET COOK BOOK is 
a good way to get stanoo 

over 50 recipes inciuoed. 
Oiry £300 



Double the I 
avatanls on your hard 
dish II you have an 
flOmeg drive this will give 
you over 1 50meg ol 
,iva4able space Buns 
silently in the background 
Only £5 00 



I 1H 5-2. DISK 



A two dttk sel ol ertra 
backgrounds. Icons etc. lor 
use with Magic 
Workbench Requires 

KS&3 

Only £5 00 

MWl 5-2. M\<;i CWB EXTRAS I 




TYPING 
| TUTOR 



I J 

TYP3-I. TY 



\ Learning to type can be a 
oVWicufl task, but not when 
you gel a copy ol our 
classx typing tutors, 
includes throe games Id 
help you learn to type. 
Only £300 



TYIM-l. TYPIM. n TOKS 



The mosl piolessional 
word search, crossword 
solver avaiable on the 
Amrga Includes a 
ckcHonary of over 58.000 
words, and you can add 
youf own 

Only £5.00 

WKF5-2. WORD FINDER PRO. 



ci) i i c ; 
9 * H> : » 




H you're new (□ the Amiga, 
then you may M naving 
pioWoms wilh miumo 
LddarMs on your worklienrri 
thai are needed to run 
parU:iAsr aorhvara Order D>is 
now and solve Io n 
problems. 



KFB2-J. ESSENTIAL FOR BKCINNERS 




LCOM8-3. MiTWORKINfi. 



Whether you want lo link 
two Amigas together, or 2 
PCs or Amiga lo PC then 
Ihis package will su* you. 
Easy to install 

Onty £8 00 




Great new children's pool 
game colourful and easy 
to use. I or 2 players 
Joystick conlroaed 

Only £3.00 



KPG3-1. KID'S POOL 



Amiga model Payment 

Credit Card No - ^.,- t ... — .... 

Exp 



All clpart mages aie fitoreo as IFF to they can bn used in any Anaga DTP or 
paint package Packs ITX 1? A ft HWPJ- 1 raquire some knowlDdge ut LHA. 
which is suppled with these fines . 

Ktcksun 3TS means you raqitrg an A500>. AOOO A1W0 or any moclime fitlod 
w«iKickBlan?or3. 

AOA means you wi require either an Ai200« A4000 » use that particutar mla 



Aimmulol Pjtk> 
nvinnik rnu: 


QTY 


i 


ImVi lunts 




- i 


Total -■>■■( value 


= £ 


PuvUpcAPaikiriK 


UJ» lalbcl'K. 

= £ 


Amnutit cncluseJ 

ALL TITLES ADVERTISED ABE IN ! 

HFADV FOR OESPAICH 


-. T i l( " 
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IU Jill 
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X-CAD 2000 

One ol the most powerful Computer Aided 
Design packages available on the Armga 
Now at an untjelievaOle price 

Order Code ■ XCD30-1 Only £29.95 



CD 32 LINKUP 

Connect your CD32 lo your Amgj 
lor easy transfer ol ALL CD Rom disks 
Compiele wttn leads • CD Rom boot software. 

■ CDL35-1 Only C34.95 * E1 .00 P&P 



Epic Marketing, First Floor Offices, Victoria Centre, 138-139 Victoria Rd, Swindon, Wilts. SN1 3BU. Tel: 0793 490988 




Order hotline: 0793 490988 Fax: 514187 




V3 is most 

a nr*m ; rm bast m» 
^reeA-ouT game 
t>MtM Superb AGA 
Tephcs muwand 
gemepny ma» B this an all 



Or* £300 

MEGABALLAGA 




Over I Wail time class* 
games including: 
Breakout. Pacman. Space 
invBders. Snakes, toads ol 
puzzle Bamee and more. 
Only £1000 



,G1 0-4, 101 G AMES 




it you're into Imagna men 
cits lantatbc now Objects 
disk will am»jo you 
O&acM nduda Delta 
Fighter. Soul HunWt. 
Tyranid and Vorlon One 
Space Cf aft 

Orvy £4 00 



'4-1, BABYLON 5 OBJECTS 

A selection o> superb g>rty 
pictures Id place In the 
background of you' 
Workbench 

Only £5 00 



HORkBKM'H Il \< KOROl's 





W«rt Processing 



Whether you run a tmal 
business or |usl nood lo 
go computerised Ihon this 
superb easy lo uso 
integrated package « what 
you want. 

£7.00 



__ 1FC7AL1TTLE OFFICE 




This ■« tie most enpressrva 
AG* demonstrator. 

w i II you nam ■> 
Impress someone, then thre 
is what eill do it Features a 
or* BJorg soundtrack. 
Only £4.00 

BTS4-2. BIG TIME SENSUALITY 




i aiga range ot mastM to) 

use In Imagine Rondo* your 
detects in a vanely ol 
shades colour* and 
features CompaiitM ** el 
Amgas 

Oruynroo 

KI NE TEXTURES 

2 ZOPV 




A compilation ol very 
powerful disk copers 
make backups o» your 
software collortion wtfh 



OnrV £500 




Inside Engines is a 
compilation ol in depth 
animation sequence* 
showing you lha workings 
ol all the most popular 
engne types. 

Only£900 

IG9-5. INSIDE ENGINES 



* rciTitf" nnoigis 



Hundreds ol rsgh Quaky 
professional cnpait rmagaa. 
5uD)acB include Transport. 
People. Computers. Xmas 
and loads mora. A much 
wider scope 

Onryf'JOO 



GrX13-iO.('KOC LIPAKT SAM7-5. IKK .SAM PI KS 




The complele system 
analyser Teat your drives, 
memory, keyboard, 
mouse expansions and all 
your custom chips etc 
Only £300 



1 ENK3-I. ENGINEER'S KIT 



Hundreds of high quality 
FF aampkM. alluding 
drums, guitars, bass, 
vocals and beats. Perfect 
for Music X. Med or any 
racker done. 

Only £7.00 



I Over 100 all Bma ctamic 
' Spectrum games ready V) 

uee on the Spectrum 

emulator Inc Jet Set Willy. 

Sfcool Da». Attic Atak. 

Star Trek. u>k»um and 

loads more 

Only £15 00 



SPG1 5 -7, S PECCY GAMES 



" t 



A seksoton ol pnntar drivers 
ihrJudrtg aH popular preesri 
sue" as: Hewed Packard, 
Star. Panasonic. Epson. 
IBM OKI. Seikosha. 
Poslscnpf etc 

Only £300 

□ DRV3-1. PRINTER DRIVERS 





1 Contains a selection ol 
Video titlars, video wipes 
& backdrops Great tor 
creating professional 
home movtas- AH you 
need. 

Only £12.00 


: VID12-6. VIDEO STUFF 




If you've |ust purchased 
your Amiga you may be a 
bit boggled how to use a 
property Wan this live disk 
set takes you step by step 
through every basic thing 
to know. 


□ ABG9-5. BEGINNER'S GUIDE 



mm 




A collection ol Amiga card 
games including: Poker. 
Craps, Solitaire etc Great 
fun tor all the lamtfy 

Only £W 00 



CARD GAMES 



CPY5-2. DISK C OPIERS U TTU3-1. 203 UTILITIES 




Over 200 Workbench 2 or 
3 ulM«sAools. including 
text editors, virus killers, 
disk editors, sound A 
graphic tools and loads 
mote 

Only £300 





Seventy bitmap tonta to* uee 




In almost any package 


InclurJng Deluie Paxt Also 


Matures a fantastic tont 


fj^i^^U*,iV'i'«. 


editor lor designing or 




customstng your own lonts 




Orvy£70O 


FNT7.3.FO! 


m& i ditor 



Kawame the card game 
leatures unbelievable 256 
coicur hl-rea graphics. Also 
available now are four new 
data disks leatuhng 4 new 
card designs 

Onry fa 00 



DJUM UHUM*SSI lliini 

KLD6-3. KLONDIKE AGA 




Tains is the most addictive 
game m the world, and 
that's a lad The rs a 
ampaabon of Irva ol the 
best Best graphics, best 
sound and best playabatiy 

Only £9.00 



TET9-5. TETRIS MAYHEM 




The computer game version 
of the class*: cartoon 
character 'Danger Mouse' 
An adtBclive putlormer lor 
kids or adults Includes the 
DM theme rune and loads ot 
sampled speecn. 

On* £3f» 

1 DMG3-1 DANGER MOUSE 




□ ARCM. ARCADE CLASSICS 

Fastest * at sea asseei re* 1 m vanbm si Pionin SesonrrurM 
Asta rr ast a iralQB ei BiB IW rssrW u tr* jxu«Siy»iwie»^WEenc 




An aasanUal tool lor 
installing workbench on 
your new hard disk. Easy 
lo use either on the A600 
or A120O 

Only £7 00 



wO»"S Bent MB 4 •■ntf 'C 



I J_AHD7-2, HARD jmMIALLER. 

Organise your 




inainmen 



thai sal of cataloguing 
tools. Video. CD and disks 
are all catered lor 

OnJyfSOO 

CTG5-3, CATALOGERS 



s a s * * s. * i i s * a a t * 



I M Ml i*4/l 4 • sw • 




Hundreds ol colour clip fonts, 
for use In any Pamt package 
All sues horn 8 up to 45 B 
colours up to 3? cotouri. 
great tor video work or ta 
| us! making demos 

On/y [15.00 



□ CLF15-8. COLOlIimJim 



This <9 the moat 
impressive HAVE demo 
available on the Amiga, 
features an amazing 
soundtrack 4 wicked 
visuals, don't miss this. 
Only £4 00 

NK FINGERS 




An all time Classic 1 Features 
noude: 7 skill levels, lull 
league tables. 30 lootball 
ground, managerial raanga, 
«i|ury problems, promotion A 
relegation. 

Order now cv-yf 3 00 

IALL MANAGER 



-u« ^on >M» ■ ■*» 



Another great puzzle 
game tor adults A pint ol 
the bail, a packet ot 
peanuts and a good game 
Ol Centrefold squares 
-What a ate*' 

OorV £1000 



CFS10-L CENTRE FOLD SQUARES 




Thousands ol useful loots, 
demos, garrea and 
gr a phi c s, Imagme obfects. 
and loads more. 

OnVCfSSS 



CDPD IV COLLECTIONS 




The Fred Fish coHeokon 
Over 4000 utililies included 
in this sat, ranging (rem 
wordprocessing la 
spreads heels, Raphes 
loote, rnuaac and hundreds ol 
other things 

Only 029 95 



FRED FISH CD 1-104X1 




1000 ai Dme classic Amiga 
games. Puzzles. Adventures. 
RPQ. Shoorem ups, 
Plattormers Works on the 
CD TV, CD32 or any other 
Amiga CO ROM drive 
OrvyrtPM 



LOCK 'N' LOAD CD 



3 



Thousands ol arenrved 
tools, includetg: patches. 
Dir tools, music, graphics. 
AGA loots, workbench 
tools. It'll lake you months 
to slfl through this tot. 
Oiwy £'9.99 



AMINET 3 CD ROM 




A range ol d*»art lor use wuh 
PapeseHer. Doz ans of 
subyscts sxajdlng People. 
Vehicles. Animals. 
CompuWs Spon ale elc 

£300 



MPC3-1 PAG ESETTER ART 




■a. ;m 



Play Poker with some ol 
the most Icvely ladies m 
the world Includes superb 
graphics and digitised 
SpMOfl, 

Only £12 00 



M«n cuin *mi t met mw; 



□ DSP1M. DELUXE STRIP POKER 2 



f&iiiiti 



*!• OaMirviaiiaBIHMO> 



I Whether you're a compssst 
! begnner at chesa or a 
Champion. Jl CHESS has 
something lor you Superb 
graphics and speech make 
Baa a great sottware inte 
Only £4 00 



JIT4-1. CHESS & TUTOR 




»~ itsemaiM day at mo 

btAchsra, and that's not 
Frar* Butcher's. This game 
has more Blood W Outs m it 
than a |iacy Doner Kebab 
Qreal luv 

OmyfSOO 



U ZAT3-1 ZOMBIE 2 AGA 





A collection ol greal run 
educational games tor 
chaoren aged 7.. Mains, 
spelling, spaed, etc. are all 
included in this eice'ienl 
compilation. 

Onn/ £900 


m 


i to 


r»s STIFF? 


EDU9-4. EDUCATIONAL 


PASSWORD 

FNCRYPTOR 


Stop other people Irom 
accessing your floppy or 
hard drsks, by putting a 
customised password on 
your disk. Also contains 
Ilk* encryption tools 

Onty £'0.00 


1 PSW10-4. PASSWORD 



Epic Marketing, First Floor Offices, Victoria Centre, 138-139 Victoria Rd, Swindon, Wilts. SN1 3BU. Tel: 0793 490988 



cheque/PO' 



y% (made out to Premier Mail Order), or advise Visa/Mastercard number and expiry date to: : 



Kpiry date to: : 

ept CU 24, 9-10 The Capricorn Centre Cranes Farm Rd Basildon, Essex SS14 3JJ Tel: 0268 271 172 fax: 0268 271173 

Telephone Orders: Mon-Fri 9am-7pm and Sat & Sun 10am-4pm We Are Open 364 Days a Year 
P and VAT is included for all UK orders. Please add £2 P&P for Europe and £3.50 for Rest of The V 

Next day delivery service available £4 per item UK only. 

MOST TITLES ARE DESPATCHED SAME DAY, BUT CAN TAKE UP TO 28 DAYS Some Titles may not be released at the time of going to Press E& 



A3M Airbol (USA) 

— 

Uta 

Alien Breed 2 AI200.I9 99 

Allan Breed Special Edition 10.99 

AUf N BfiEED 2 IOWIB ASSAULT CD32 .19.99 





Al\ Terre-i Rocer . 
All W* Rocer 

Amemoon 

Amberiior 

AwUr Wodd 

Aptdya 

Apocolypte 

Arabian Knight* 



Arch* 



Arcade Pool 
A/moi*gBO(loii ? 

A Train 

B17ftying fortretill Meg) 

Banthea 

BANSHEE 

Barbarian 



BattU t*kt "93 
Bamon Returni . . 
kooil lord 

&p 

Bod, Blow* 

Body Blen-i/Superhog /Over drive 
Body fllo-i GaTodit T. 

Bubble & Squeak 
BUMP N BURN ... 
6URNTIMF. 



1799 

A1200/CD32. 19.99 

19.99 

19.99 

- U.99 

8.99 

17.99 

A 1200 19.99 

_ CD32.I2.99 

8.99 

19.99 

_ 12.99 

22.99 

A500/A 1200 17.99 

CD32 .19.99 

16.99 

CD32. 19.99 

17.99 

1499 

17.99 

CD32 .17 99 

. — ,~ 20.99 

CD32 19.99 

17.99 




19.99 

17.99 

....Al 200. 12.99 

18.99 

19.99 

...A1200 .19.99 

22.99 

A500orCD32 
CD32 



1999 
19.99 
22.99 
17.99 

CANNON FODDEB 20.99 

CANNON FODDfS C032 .19.99 

Cap*™ Dynamo CD32 . 1 2.99 

Cortoan CoUecnon IDiziyl 16.99 

Cae*er /Cohort 2 CD32 22.99 

Co»IU> 1299 

CHUMOHSHP MANAGER ft* Of SEASON MWMSK 1 2.99 

HIP MANAGER 94 SEASON DISK 7.99 




'rWSem 



'95. 



Gen**.. 

Oockvnier. . 

ClUB FOOTBALL 
Cohort 2 
Combe* Air PolrcJ 




10.99 

16.99 

1999 

9.99 

19.99 

17.99 

17.99 

12.99 

2299 

22.99 

10.99 

22.99 

22.99 

A5O0O.A1200 17 99 

, 20.99 

AS00/A 1200 22 99 

17.99 

64.99 

CD32 19 99 

CD32.I699 

CD32 12 99 

.. 22 99 

AI200/CD32 22 99 

.22.99 

12.99 

20.99 

22.99 

19.99 

Eli*. 2 jF' 0 n«.rt A5COor CD32 19 99 

EMPIRE SOCCER '94 19.99 

Exrle A500/CD32. 19.99 

Extractor* .CD32 26 99 

European Chompon.h.p Foe-ball CD32 .19.99 

E«etWGame* ~ 22 99 

E*« - .CD32.1999 

Eye al Th,E*hakW lo.2 12.99 

F29 _ 1099 

F 1 7 CMk»™/Pro,e<i X .CD32 . 1 7.99 

F1 17A N^liwi^ SlealitAghtar'.! ^' ! ?2!99 

F^OlGloiy A500/AI200 22.99 

F»A SOCCER _ 19.99 

f-e Force ©32.19.99 



UMBOi UOBMCt I 

Covnic Spoceheod 

Croih [\mmie* 

Cuite For A Corpie 

Curie of Enchanha 

C^*po» 

Cyberconj . . ... . . . 

0 Day • Beginning of The End 

D DAY OVtBLOftb 

Daitnerou* Street* 

Dorkrnere 

Detroit 

Dernamanioc 

MM Mnl4AGA 

Deep Core 

Dizzy'* EncKanted Wofttb..!! 
Daghgh. 

mm=== 

Dune 

Dvm2 

Dungeon MoUer 2 
Dynobb,!,. 



Fn Samuroi _ 

Floih Bod. 

Flight Simuloaor 2 

Flight Sim 2 Great Bnta-n Scenery 

Flight Sin* 2 Japan Scenery 

Flight Sim 2 Hawaiian Scenery 

F gU Sim 2 USA No 7 Waih'nglon Scenery 

F ghf Sim 2 USA No 9 Chicogo Scenery 

F gt*t Sim 2 USA No 1 1 Detroit Scenery 

F ahi Sim 2 USA r^ 12 New Yc^ Scenery. 

Flight Sim 2 WeMern European Tour 

Fiaht S 2 Scenery Collection A 

FEghtS 2 Scenery Collection B 

Formula One Grand Pn« 

C2 

GeneMo 

Gene*u... 

Global Dominofron 

Goal „.._„ 

Gobli.r,* 3 . _ 

sEaatrtias-...:... 



CD32 



8 99 
26 99 
22 99 
26 99 
1399 
1399 
1399 
1399 

.13 99 
1399 

.13.99 
.26 9? 
26.99 

.22.99 
17 99 
19 99 
19 99 
26.99 

10 99 
22 99 

11 99 
19 99 



Graham Gooeh Wodd Clou Cricket 19 99 

Grohom Toyion Soccer Challenge 8.99 

ZL 1699 

Guardian .©32.19.99 

©32.19.99 

MOO CD32. 19.99 

II Meal A500/A1200 2299 

Ammahon 29.99 

- - 19.99 

Harpoon 1.21 12.99 

Heimdoll 2 AS00/A1200/CO32 22.99 

Hired Gwm 10.99 

Htilory line 1914 18 _ 2299 

Mnuon 2025 A500/AI 200/CD32 . 1 9 99 

Jone* ■ Lent Cryiade 14.99 

AA.r*.Ad>. (I Meal 24 99 

Jane> Fate of AHor-ii Achon 8 99 

«h>mo CD32 19 99 

ffllRNATIOMAl MANAGES WOW) CU* iDTTION _ . 1 7.99 

Inhvnanonal Open Golf , v C032.19.99 

hhmotional Open Golf Champion ihip 1 7.99 

hlwnohonol Sen.ibU Soccer C032 .16 99 

l*hor3 AI200 .26.99 

Bar 3 22 99 

Jock The * poor 27 99 

tamei 9ond3 AI200/CD32 .17 99 

Jaguar XJ220 899 

JetSt-iU. , CD32.I799 

Jimmy While'i SnooW „ 12.99 

jiis'jsd,"—:.^ imM 

JuroukPon; A1200 1B99 

K240 Llopo 2ffW AGA| A503/CD32 1999 

Kevi ol Maromon 1699 

KICK OFF 3 CD32 19.99 

KICK OFF 3 - 19.99 

KidChoo* A1200/CD32 1999 

Kid CkoM 17 99 

Kingmaker _ _ 22 99 

KingilabU 1999 

KING PIN A300/A1200 ...8.99 

KING PIN CD32. 12.99 

KingiQueill 1299 

Kingi Oueil2or3 1099 

King, CX.,1 6 A300/A1 200 .22 99 

KNIGHTS Of THE SKY |1 MEG| 10.99 

later Squod 8.99 

Leoendi o( Vbloor ; 24 99 

lem-.Su- lorry 1 for 2 1299 

leiwre Surf lorry 3 13.99 

Ua**NGSI-.. .CD32 .19.99 

THf CHALLENGE OF GCHf 12.99 

-Jfl CD32 14.99 

bfil Divil CD32 19 99 

lafPemnw... 22.99 

orTheBeolm 2299 

IOSTEDEN CD32 .22.99 

lung, CD32 19 99 

loMTy*o Trilogy CD32 22.99 

iThelemptrei, ^ 1299 

Maqician'i Caule _ 19 99 

MJ J B H Lh toFW r w leniy Oxi^m ASX\.<D32 .1999 

Monbunter 'New Yarlr. ., , 1 2 99 

Mart* A*e A500/A600/A 1 200 1 7 99 

Mailer A>e CD32 19 99 

Mavii Beaton 2 19 99 

Mettenqe-, ol Doom 19 99 

Microco*m OD32 29 99 

Micro Machete* 17 99 

MighV Man A600 /A 1 200/CD32 . 1 7 99 

McStopory 18 99 

Mor«Jltombot. w 2099 

Nidi Foldo't Go* .0032 .22.99 

NigJ Montell Wodd Chomp A500/CD32 1 9.99 

No Setond Pri» T. A300/CD32 14 99 

ON THE BALI ■ WORID CUP EDITION 19.99 

ON THE BALL - WOWD CUP EDITION Al 200 .22.99 

ma^e^rzrsiisrlS 

Ope-olion Stoatir 1 1 99 

FWihefan...-!,, 19.99 

PGA WGoi 1299 

P1N8AU DREAMS . FANTASIES 22.99 

Pinbal Fantatn, AI200 19 99 

PWtbol FanloHM .CD32 24.99 

(Viol Magic _ A.99 

fbfi ...3- A500orA1200 17 99 

ftrateiGoU... C032 19 99 

Plonet Football Al 2O0/CD32 22.99 

Poke Quart I or 2 or 3 12 99 

PopJoui 2 ., 12 99 

PSEMKB MANAGER 2 12.99 

Prince CX Penia 6.99 

Pro-dX^. 10 99 

Pro-ct ,/F 1 7 Chalenge CD32 1 7 99 

Pralennit lour 2 jimmy Connor, Greoi Count 2 899 

QtSSMm Breed .CD32 .17.99 

CWForOoryl 12.99 

Que* For Glory 2 13 99 

RoilPoad Tycoon. 6.99 

Reochb- me Shie« 22.99 

Reunion. A500/A6O0/A1200 22.99 

Ring. Of Medu«i Gold 19.99 

RISC Of THE ROBOTS - ASM 25.99 

RISE Of THE R080TS A 1 200 27.99 

Riw Of The Roboh CD32 2299 

Robjnton'i Reqiwn 22 99 

RooliiM 17.99 

Rugby league Cooth 1 9 99 

RuIm of Engagement 2 22 99 

Rult'N' Tumbil 17.99 

Ryd-' Cup CD32 20 99 

ByoW Cwp , A1200/A500 17 99 

Sobre :*am (enhanced) A1200/CD32 20 99 

Second Samurai AS00/A 1 200/CD32 1 9 99 

SICBFT OF MONKEY ISLAND (I MEGI 12.99 

Secre. ol Monkey bland 2 24 99 

Sentibls Soccer . 0032 .19 99 

W.bl n Soc<er Inyernononal C032 16 99 

S-n^bU WoAl Of S—cer 19 90 

SfNSIBU SOCCER INTCRNATIONAl EDITION 13.99 




19.99 

land* 8.99 

SOCCER 16.99 

itServke2 12.99 

SIM CITY 2000 22.99 

SIM CITY CLASSIC 17.99 

S^ Ci^Didujei 19.99 

Sim City lemming) 19.99 

Sim City Populou! ., 19.99 

Sim Life A500/CD32 .22.99 

Simon The Sorcerer A500/CD32 22 99 

Simon The Sorcerer A 1 200 29 99 

Simon The Sorcerer C032 26.99 

Skeleton Krew .' A1200/CD32 22 99 

Skidmori* 17.99 

Skidmark* CD32 1799 

Soccer Kid t CD32 19 99 

Soccer Teom Manager -10.99 

Soup Trek ITh. Search For Slock) . . ,. 1 9.99 

Space Ou-rtl ' 12.99 

Space Que.! 2 10.99 

SpoceOuiii3 14.99 

Hu*.„ _ 22 99 

19.99 

2 899 

23.99 

SwrTrek Al 200 22 99 

Street Fiphier 2 12 99 

Smtar 8.99 

Slrier CD32 19 99 

SUB, 19 99 

Supifreg .CD32.12 99 

Super Leogue Monoger 22.99 

Super Loop 2 A1200. 17.99 

Super loop CD32. 19.99 

Super Swrdutt At 200/CD32 1 9 99 

Sucremocy 10.99 

SurfNinjai .CD32 19.99 

Syndkole ,. 22 99 

Tactical Monoger Engliih or Sconuh or Italian 1 9.99 

Tetl MoKh Cncket 1699 

Te*,. 16 99 

TEAM 17 COLLECTION VOL 1 19.99 

T.F.X A1200 26 99 

The Btue 4 The Grey 22 99 

THE GBEATEST _ „„„ 21.99 

Their FmertHour 1299 

THEME PARK Al 200 OR ASOO .22.99 

TOM LANDRY STRATEGY DELUXFA4aVAfltO/AI20a.l9.99 

lornado A500/CD32 22 99 

lop Gear 2 AI200 1799 

Vnaao Al 200 .26 99 

to-er Aiwull A500/AI 200 13 99 

Trocon? 22 99 

Trap, N Treawrei 17.99 

TroU. ASOO or Al 200 .9.99 

Tri-ial Purwil Deluxe C032 . 1 9.99 

Troll CD32 19 99 

Turbo Tra. 17.99 

Tu.ncan3 A300/CO32 17 99 

UF.O AI200 22 99 

UFO CD32 19.99 

U96 _ 22 99 

ULTIMATE BODY BLOWS C032 .19.99 

ULTIMATE FIN BALL QUEST 19.99 

Unco-ered 17 99 

UNIVERSE A5O0/CD32 22.99 

IJtajnV ASOO/CD32 1999 

Volnalk, lord of infinity 1 9 99 

V-olbghJ ' A50O/A6O0/AI2O0 1999 

V*na» _ 9.99 

WEMBLEY INTERNATIONAL SOCQR CD32 . 1 9.99 

WEMBLEY INIERNAllONAi SOCCER AI200 .17.99 

Wembley Rucfcy leogue A500or Al 200 .17 99 

Wild Cup Soccer A50O/AI2OO 1799 

W.ld Cup Soccer CD32 . 19 99 

W.nlerGold 12 99 

WORID CUP USA 1994 17.99 

WORLDCUP YEAR '94 19.99 

Zee Wolf 19 99 

Zool .C032. 19.99 

Zoo' 2 CD! 2 19 99 



COMPILATIONS 



WORLD CUP YEAR 93/94 

Samible Soccer. 
Chornpionthp Manage' '93, 
Stiller. Goal 
CI 9.99 


AWARD WINNERS 2 

Sen,ible Soccer. Zool.J-^y 
Wfum.EliKl 
C19.99 


lOHMOf POWH 

Slam Sw>a 1. tUd Boron. 

RoAtod Tycoon, fmtu 

iMill 

tim 


TEAM I7VOU 

Bod, Bb«. Supwhog. 
Owdjfat 
£19,99 


BUY 

Oia, leuna. CJ\ EWp-iam 

AntctStyrtlMeoKSpMln 

Treneytnanie. Sermou' In 


SPAU HGfNDS 
W.ng Command.. El*. 
Mego>cn«ler 1 
C19.99 


WHY COUKTION 

FM Food. Kwu W. 

FonKuy World Oily. Treown 
k CUrc. Mrwtond Dtiiy 

ciaoo 


COMtAI CLASSICS 1 
FI9Sleolhfcgr.ie.. 
Silent Semce 2. 
Potincbtandi 
CI 9.99 


UCHItHI GAMIS 
AKHEB MACLEANS POCX. 
JAMttrCND! 
SHUTTU FCfUOlS 2 
C3?.99 


OUZY'SIXCHUNI 
AOV1NTUBIS 

Oiay Panic. 
BubbWOu/y DiiryPmeol 
York Folk SpelbcHind 
D-rry K-ik Sna. 

s»6.n 


THE GBEAIISI 

Jimmy While'. Snooker. 
lumoITU Tempera. Ckn 

m.t* 



SPECIAL OFFERS 



Ali*n Breed 2 

Arabian Knighh A5O0/CD32 . 

vOOy UlOWl mil >ee*e »*ri e n 1 4 1 

Brutal Football 

Civilimhon AI200.. 

Champwihip Manaper '93 

Chaos Engine 

Cool WorW 

Diuy Panic 

Jock Nicklaui Unlimited golf 

Jack Nicklaui Courts Detigneri Clip ort Vol 

JohnBomat CD32 ... 

lammingi 2 *• Tribe* 

lotut Tnlogy 

Nick Faldo'* Golf 

N Monull World Chomp Al 200 ... 

Premier Manager 2 
Sabre Team 

jnaaow woriai 

Soccer KidA500/A1200 

Super Terrii 

Thunderirrike 

Utopia . New Worldi 

Wing Commander 

ZooT 

Zool 2 A5O0/A1200 







....12.99 

9.99 

....12.99 
....10.99 
....17.99 
....12.99 

9.99 

8.99 

6.99 

....12.99 
1 ....7.99 

9.99 

12.99 

12.99 

12.99 

12.99 

7.99 

8.99 

12.99 

9.99 

9.99 

12.99 

5.99 

12.99 

9.99 

8.99 

10.99 



■ami -i 



ADI Enoliih (All Agei) 17.99 

ADI French {All Aget| 17.99 

ADI Math, All Agei) 17.99 

ADI GCSE Mathi-Engliih or French 22.99 

Better Spelling (S- 10) 13.99 

Better Motbj(1216| 13.99 

Cove Maze (8- 1 2) 10.99 

Fraction Goblini (8-131 10.99 

Fun School 2 (Uo) or|6-8) or (8>| 6.99 

Fun School 4 (U5| or |5-71 or (Ml) 16.99 

Fun School Pat* - Create later 5+J 17.99 

FunSchaJSpefcBFo.r7.13l 17.99 

Junior Typi» (S-TOJ 10.99 

Magic Mam* (4-5) 13.99 

Mami Drogom |6-I3) 10.99 

Math* Mania (8-12J 13.99 

Merlin Molhtl7-ll) 17.99 

Mickey'* I23's (2-5) 13.99 

Mickey * ABC'i |2-5| 13.99 

Noddy * Big Adventure 16.99 

Noddy * Play Time |3»| 16.99 

Picture Frochon. [7-10) 10.99 

Pvay*chool |3-8| - 9.99 

Reotoning with TroUi |5-12) 1 0.99 

TidyIheHou*e(6-10) 9.99 



JUNIOR ADVENTURE 



Robin Hood 18 . | 

Scrooge (A Chriitmo* Coral) |8+ 

The Three Bear* (5-10) 

Thoma* The Tank Engine 

Wind in The Willow* (6>) 

WizordOf Oi „ 



.13.99 
.13.99 
.13.99 
...6.99 
.13.90 
.13.99 



JOYSTICK & ACCESSORIES 



10 Capacity 3.5" Di*kBa« -.1.99 

40 Copacify 3.5" 0i*k Box .4.99 

50 Capacity 3.5" Disk Box _ 5.99 

80 Capacity 3.5*' Di*k Box 6.99 

100 Capacity 3.S" Ditk Box 7.99 

Anoloa Jov*(ick Adaptor A.99 

CheelcTh 125. 3 7.99 

Cheetah Bug U.99 

ion Pro Extra, 14.99 

il .. 24.99 

Joystick 22.99 

Mouie 10.99 

Mou vernal , 1.99 

Gravii Game Pod 15.99 

Quickioy Jetfiahler „ 1 1.99 

Quickioy Pedol*....„ 17.99 

'ioy Topilor 17.99 

oySSo 10.99 

Suncom Slik Stick 5.99 

Suncom Toe 2 7.99 

Wico V Stick _ _ 4.99 



3.5"BLANK DISKS 
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10 


7.99 


6.49 


3.99 


4.50 


20 


14.50 


1 1.99 


10.99 


8.50 


30 


21.99 


17.49 


15.99 


12.00 


40 


28.49 


24.99 


20.49 


15.00 


50 


35.00 


26.00 


23.99 


17.50 


100 


65,00 


49.99 
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HOW DO WE DO IT? 

At The One we believe that a picture speaks a thousand words. Each review begins with a 
short introduction, telling you what sort of game you're reading about and outlining the 
plot. Then we follow that up with illustrations, maps and diagrams accompanied by 
informative captions that demonstrate every aspect of the gameplay. Finally there's the 
Verdict where we explain the game's good and bad points in detail, so that you can work 
out whether the game's for you or not. Though a review is written by one person, the whole 
team plays every game reviewed and the Verdict and scores are based on everyone's input. 
Based on years of research this is. quite simply, the best game reviewing system devised by 
man. Probably. 



THE VERDICT PANEL EXPLAINED) 



This piccy shows you clearly which 
Amiga - ASOO/600. A1200 or C032 • 
the game is being reviewed on. 



This panel indicates who is pub- 
lishing and who created the game, 
along with essential info such as 
how much the game costs, when 
it'll be released, the control sys- 
tem(s) used, how much memory 
your Amiga needs to run it, how 
may disks It comes on (and there- 
fort how much swapping you can 
anticipate) and even whether you 
can install it onto your hard drive. 



This percentage indicates not only 
how well-drawn or animated the 
graphics are. but also how well 
they complement the game. Some 
games look great in static form 
but may be slow and jerky 'in the 
flesh' which will be indicated by a 
lower-than-eapected Graphics 
score. 



As with Graphics, the Sound score 
isn't based purely on the quality 
of the tunes and sound effects, 
but also on how well they 
enhance the game. For Instance, 
an all-guns-blazlng shoot-'em-up 
with a silly bouncy jingle wouldn't 
do well here. 




Playability, which we hope will 
soon be incorporated into the 
Oxford English Dictionary as a 
'real' word (write to your MP!), 
indicates how easy the game Is to 
get Into and how much fun it is to 
play. Things like poor control or 
cluttered screens will take this 
score down. 



Another 'new' word. Instability 
indicates whether you're likely to 
finish the game in a day or a year, 
and also whether the game is one 
you're likely to keep returning to 
time and time again. It's a rather 
important mark, especially with 
games being so expensive. 



The Overall score is the definitive 
guide as to whether a game is 
good or bad. It takes into account 
many factors other than the four 
main ones listed above, which is 
why it's not simply an average of 
those scores. Anything scoring 
85% or above is considered an 
essential purchase. 



The Amiga family is even bigger 
than ever now, with people able 
to buy A500/600s, A1200* and 
CD32s. Here's where we'll tell you 
about how the game runs on the 
machines not covered in the main 
Verdict panel, as well as whether 
any enhanced or cut-down 
versions of the game are planned. 



SIMON BYRON 

Simon's been off filming for 
OamesMaster this month. When 
we asked him whether he had 
any thing important to say to his 
beloved readers all he said was 
some drivelling nonsense like 
"Channel 4, 6.30pm on Septem- 
ber 20th and 27th; October 18th 
and 25th; November 1st. 8th, 
22nd and 29th; and January 3rd 1995. Be there. Or 
watch something else." Bonkers eh? 




ANDY NUTTALL 

Andy wasn't asked to do Games- 
Master. But he has, he informs 
us, been on it before. "It was bet- 
ter than I expected." he offers. 
"Steve Merritt [Editior of Mean 
Machines] and Julian Rignall 
(hippy) were there and when it 
was shown I actually thought 
that I came out quite well — cer- 
tainly better than Julian Rignal. Who is a git." The 
opinions of Andy are not necessarily, etc. etc. 




MATT BROUGHTON 
Up until recently. Matt would 
have been too hairy to appear on 
telly but — shock, horror, etc. — 
he's finally got round to ridding 
his face of the embarrassing 
growth. "It was a painful expe- 
rience." he groans. "Most people 
reckon I look like a nine-year- 
old." Hmm the rest of us 
believe he's being a bit optimistic — as you can see 
from our artist's (well, Simon's) impression. 




I I HARRY ATTRILL 

Harry's been on holiday for most 
^^^^L of this issue, which h.is proved 
a major headache for the rest of 
jj^n the learn Handling the produc- 
tion wasn't problem — it was 
HI keeping the office banter the 
same in his absence. Simon had 
trouble reminiscing aboul the 
L__^^B_ '40'-.. Andy couldn't be twice .is 
pedantic as he already is and Matt had difficulty 
quoting every line from Shakespeare's boring plays. 




blue/white tights 
tures next month 



JO WINSLOW 

Jo's doing a spot of modelling 
later on this month. Sadly, it 
doesn't involve underwear or 
'loving the camera' — it's far 
worse! You see, our fresh-face 
Art Editor is going to parade 
around in wedding dresses, 
showing potential brides how 
stupid they'll look in those awful 
they always wear. There'll be pic- 
. with any luck. / 
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REVIEW 




Roll up, roll up, Andy Nuttall's got his crazy clown outfit on, complete with comedy shoes 
and funny nose. Why? Because he's a git. But in order to disguise his embarrassing traits 
we gave him Bullfrog's latest to look at. 



i 



was IB-years-old before I first 
went on a roller coaster. I had 
been to a few theme parks before 

— usually with my parents who 
didn't really like the big, scary rides 

— but finally I went with a few of my 
mates to Alton Towers. 

They dragged me along presum- 
ably so they could laugh at me as I 
threw up on the merry-go-rounds 
and see-saws. For the whole morn- 
ing, the only grown-up ride I would 
go on was the Log Flume but, even- 
tually, they persuaded me onto the 
Corkscrew by telling me it was pretty 
tame. Surprisingly, I quite enjoyed 
that. But then they drew me towards 
the piece de resistance — a lovely lit- 
tle ride called the Black Hole. 

Now the actual ride, as it turned 
out. was really good, but the downer 
came as I was waiting in the queue. A 
bunch of kids came off the ride look- 
ing distinctly peaky, and one of them 
threw-up on my shoes. After shout- 
ing some abuse in his direction as he 
staggered away (without apologis- 
ing, I might add), I went and cleaned 
it off in the toilets. When I came back 
my friends were already on the ride, 
so I had to queue again and go on 
my own. 

However you look at 
Bullfrog's previous 
games, there has 
been some ele- 
I ment of unpleas- 
I antness in each of 
them. Power- 
monger was 
about waging 
war on neigh- 
bouring vil- 



lages; in Populous you could throw 
fireballs, plagues and hurricanes at 
the, er. populous of your planet; 
while in Syndicate... well, enough 
said, I think In contrast, the most 
unsavoury Theme Park gets is when 
some kid barfs on the pavement (o 
on some poor sap's shoes, which is 
pretty unpleasant when you're the 
poor sap) after eating too many 
dodgy burgers. 

The engine rumbling away behind 
Theme Park's bleachers is a compli- 
cated economic simulator. In the full 
simulation side of the game, 
you control every possible 
aspect of running the 
park — from buy- 
ing and selling 
land, building 
stalls and rides 
to give added 
attraction, 
ordering ice 
cream, crisps 
and burgers 
for the refresh- 
ment stalls, 
fighting off share 
dealers interested 
in a piece of your ^| 
action the it--' goes on l^^^i 
and on. And — just to reiterate 
— you're m control of it all. 

Don't be put off if your maths isn't 
so hot, though, because Theme Park 
leads you in by the hand, and teach- 
es you the basics of economics as you 
go along. Sooner or later your gut 
feelings for buying a particular ride or 
charging a particular price for a can 
of Bullfrog Cola will pay off, and 
you'll begin to make money for your- 
self. And although it's not real 
money, after you've played it for a 
few hours it'll certainly seem real, 
believe me. 
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(Above) The Bullfrog ethos of learning from your previ- 
ous games continues to pay off, because there are a 
couple of Syndicate style elements in It too — not least 
the Idea of moving around the world, conquering the 
theme park market in each country as you go. Sadly, 
the gam* doesn't allow you to go as far as roaming 
around the parks with giant guns and blowing away 
innocent people. There are lots of rival theme park 
owners (syndicates, if you will) who are also building 
up their empires, and it soon becomes a game of strate- 
gy as you auction your parks to earn enough money to 
move Into a more lucrative area, like California or Japan. 




OFT SHOP 
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Just about anything In the park can be analysed using the Information 
Screen. A quick click onto the large question mark in the control panel, and 
then a click on the item or person you want to analyse will bring up a page 
like this. This way you can find out if people are unhappy, if the rides are 
doing well, or even if your so-called entertainers are shirking their responsi- 
bilities and having crafty fags behind the bushes. 

T 
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(Sr/ow) As with most businesses (especially the rail services) your staff can 
occasionally become disgruntled and demand more money. If this happens, 
the Negotiations Screen appears, which has you and some union bloke sitting 
across a table with coffee and biscuits. Each of you extends a hand, and you 
jockey your mouse to reach the union rep's palm — but not too quickly or 
you'll give them too much. If you don't reach an agreement before the bit- 
ties run out, they'll strike. 
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(Above) The Park Status screen (s the main way of keeping up with the 
requirements of the little people. At the back raw here you can see the per- 
centage of happy (light blue), undecided (orange) and unhappy (dark blue) 
customers, and then in the next row the innermost thoughts of the visitors. 
Each bubble has a meaning, as described on the bottom of the screen -- but 
the peeps have a much greater thought repertoire than this. They'll say if 
they're unhappy, they'll say if they're lost, and they'll even tell you, 
indignantly, that they think you're making too much profit! 
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The park advisor appears from time to time throughout the game, giving you hints and clues about improving 
your park or making more profit. If a ride, stall or shop is losing money, he'll be the first to notice. Should a visi- 
tor (or one of the little people, as Bullfrog puts It) be unhappy, he'll have a little word with the Advisor on the 
way out. and you'd better put it right pretty damn quick. 
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SMALLER RIDES 

Parasol Chairs. Aeroplanes, the 
Pirate Boat — the smaller rides are 
mostly cheap 'n' cheerful, but they 
draw in the crowds. 



WORK IN PROGRESS 
Occasionally rides explode if you 
don't look after them — so you lit- 
tle mechanic gets his, er. tools out 
and fixes them. For a fee. naturally. 
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REVIEW 



ROLLER COASTER 
One of the most expensive — and 
dangerous - attractions. The 
Coaster can be as long as you like, 
as fast as you like — and have all 
the thrills and spills of a corkscrew 
and loop-thc-loop? 



LITTLE PERSON 

The Little People tell you their feel- 
ings by means of a thought bub- 
ble. This little guy is would quite 
like a Bullfrog Cola 'in him*. 




RUBBER TUBING 
Rubber water tubing 
provides a great attraction for 
loads of people at once — and 
it doesn't take up much space. 
You can even use it to transport 
people from one place to another. 








RACE TRACK 

Racing cars are normally a pretty 
damn popular attraction. Unless, 
of course, you're stupid enough to 
put them next to the roller coaster 1 
— in which case they're nearly 
always empty. 


TREES AND STUFF 
Bits scenery like trees, fences, 
fountains and lakes are frivolous, 
but they do you no end of good in 
the 'cheering people up' stakes. 
You could even win an award) 







POWER CRAZY 

We all knew, all along, that Theme Park would be a large game: but now 
it's here it might be worth just re-iterating the scale of the thing. 

This version of the game Is AGA-only, which means you'll need an 
A1200 or A4000 to run it, but with the standard 2Mb of RAM that comes 
with these machines you'll only be able to play it from floppy disk! If you 
have a hard drive, then you'll need at least an extra 1Mb of RAM in your 
machine before Theme Park will run from it. That's 3Mb in all. (Are you 
deliberately trying to patronise our readers? — Simon.) 

The PC market, which Theme Park was originally developed for. has 
gone haywire over the last couple of years. Within a year of buying the lat- 
est machine, it becomes outdated as new, and cheaper, technology is 
embraced by the softies. That's something we Amiga owners have 
never really experienced before — indeed, when Commodore 
took the rather bold step of introducing the A1200 there was 
uproar. So in these power-crazy times, are we going to see 
more games require big things from the humble Amiga? 



REVIEW 



IIGHI REFRESHMENTS 
Burgers, chips, ice cream and coke 
are all in abundance for the peeps 
to feed their faces. Change the 
quantities of caffeine, sugar and 
ice to sui* your profits. 




MONORAIL 
It might not 
took much fun. 
but the Mono- 
rail is a great 
way of moving 
your visitors 
from one end 
of the park to 
another. 
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Transports the little people to and 
from your park. 



RIDE ON FIRE 

Emergency! The ride is, to use the 
vernacular, knackered, and your 
little people are still on it Get it 
fixed! Quickly! 



PEOPLE UNDER YOUR STARES 




With your attentions concentrated on the financial and construction side of 
the park, it's good to know that there ore a few people you can rely on to 
look after your purchases and your customers. Or at least, there are some 
weird people who will gladly dress up in a funny rubber costume and enter- 
tain the kids in that special way, in return for a steady wage. 
SACK (I/O: Teddy Man. Shark Man, Handyman, Chicken Man. 
MIDDLE: Strong Man, Mechanic, Rhino Man, Guard. 
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Having played around with Theme 
Park on the PC, I was pretty worried 
about the Amiga version. Even on a 
fast PC it runs pretty slowly, you see, 
so I was thinking all kinds of bad 
thoughts about how ft would turn 
out. But — hey! — I needn't have 
worried, really, because although it's 
slow compared to, say, Populous 2, It 
is 99% faithful to the PC original, 
with just the Big Dipper ride and one 
other small ride missing due to mem- 
ory restrictions. Theme Park A1200 
needs 3Mb to run from hard drive 
(although from floppy it will run hap- 
pily from a standard 2Mb machine), 
so the big question arises: would you 

rather have games which need hefty I PLBVflBIlITV 
Amigas to run, have cut-down ver- 
sions which run on the standard Ami- 
gas, or not have them at all? I know | LR5TRfllL ] T Y 
I'd be disappointed if Theme Park 
hadn't showed up on the Amiga, 
because Bullfrog has done a cracking 
job on the conversion from the PC 
original. Before this came along, Syn- 
dicate was one of my all-time 
favourite games, taking up my free 
time for a week before I finished it. 
Now Theme Park's doing the same, but even 
more so. It's a stupendously good game, bringing together 
all the great features of titles like Populous and Syndicate, 
and combining them with — yes — all the fun of the fair (© 
The One Cliches 1994). As I've said, there is one niggly prob- 
lem: if you have an A1200 with a hard drive, you'll need 
extra memory to run it, but even running from the four flop- 
pies you don't need to swap the disks too many times. Bull- 
frog has thought of the possible disk swapping headaches, 
and made sure that the main game engine, along with the 
graphics and sound effects are loaded into memory before 
the game starts — so you only really need to swap disks once 
a year when your annual reports are displayed. As Bullfrog 
release more and more games, so it becomes harder to 
review them without plumbing the depths of sycophancy. 
But Theme Park is brilliant, and that's all there is to it. 
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No extra versions planned, although EA would b< 
daft not to release a CD32 Theme Park. 
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Where is that fish? 
You did love him so. And he went, wherever, I 
did go. "Up his trunk!" shouts Matt 
Broughton in a surreal way, as ICE's puzzle 
jobbie arrives. (Answers on a postcard). 

The Earth is in deep deep trou- 
ble. Like Liverpool Street Sta- 
tion on a slightly rainy day, it's 
the best part of completely flooded. 
And as the water level rises across the 
entire surface of the planet, humani- 
ty itself is in danger of extinction. 
There's only one thing left to do — 
send an SOS message into space in 
the hope that some alien civilisation 
might hear our cry for help... 

Well blow me down! Luck of luck! 
The message hath been received and 
understood by a fishy world far away, 
and Captain Gulp and his fish-like 
crew have immediately set off 
towards our planet to help. Of 
course, there's one slight 
problem, and that's that 
the aforementioned 
Captain Gulp and 
friends are 
about six cen- 
timetres 
across and are 
only good enough 
for prizes at school fetes. 

Oulpl is easiest to explain if 
I start by saying: "Imagine lem- 
mings with fish." No doubt this is a 
statement that ICE will become sick 
of hearing (herring? — Harry.), but to 
compare Gulp! to the Psygnosis 
genre-busting classic isn't so much a 
criticism as a complement. 

Anyway, as with the aforemen- 
tioned classic. Gulp! offers you^.i 
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At the top of the screen you can see 
how many skills you have for each 
level. As well as being able to change 
fish individually, you can also use 
'leader' skills, where one fish will 
remain in one place for a period of 
time, gifting any fish that 

touch him with his own 
skill. This is very helpful 
for, say, getting all of 
\ your fish out of water 
\ without having to 

select each one 
separately. 
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number of skills 
which can be given to 
members of your fishy 
team, thus allowing 
them to eat through obsta- 
cles, drill through walls, turn into 
enemy-killing torpedoes, hammers, 
fists, etc, etc, etc — and this is to 
name but a few. 

There are a trillion and a half levels 
to work through, each belonging to 
a different scenario, and other than 
that, it's basically Lemmings with 
fish.^orry. But it is. 
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The key to many levels revolves around using the twitches found around the* 
evels. These can either look like little chests (Bonnie Langford — far left) or 
huge pistons (Errol Flynn) and are toggled by the passing of a fish. These 
switches generally alter water currents or open doors, but the puzzle 
43 ] normally comes in working out which order they need to be triggered in. 



Well folks, there's good news and 
there's bad news. The good news is 
that Gulp! is a nice Idea. And the bad 
news Is that the level designs are just 
too poor to do the game any sort of 
justice. Although Gulp! borrows heav- 
ily from Lemmings in concept, It actu- 
ally 'feels' different enough to play, 
and the little fishy heroes have 
enough character to 
stand up on their own, 
erm, fins. BUT! (deep 
breath) the program- 
mers have obviously 
never heard about 
'learning curves', and 
just stuff you straight 
In with the sort of level designs that I piJlYHlIIITY 
require exact timing, precision 
mouse-work, and planning from hell. 
The first batch of levels do allow all 
your fishy crew to pass along the 
same path, but after that you find 
yourself having to split the gang up 
into various teams, leading to major 
frustration as unattended fish just 
wander into deadly areas of play. I 
realise that splitting your geezers Into 
two or more groups Is meant to be one 
of the game's features but there are better 
ways to do this than just murdering the player. There are 
also too many trial and error situations In Gulp! Where one 
wooden block can be eaten through In level one, come level 
two, an identical block suddenly becomes impervious to 
teeth and needs a driller fish. Of course, the only way you 
find this out is by wasting one of your eating fish, and if 
you've only been given the exact number of skills to finish 
the level (which happens a lot when you use codes to restart 
levels) then you may as well quit and start again because 
that important fish skill has been thrown away. I'm not 
going to destroy Gulp! with my mark because I think that 
there's a decent game here dying to get out, but I still reck- 
on that it's a wasted opportunity. Gulp! could have been 
great, but is ultimately a poor man's Lemmings. A right old 
shame, and no mistake. 



There's nothing going on for the A1200, but the 
C032 version will be out at the end of September 

for £25.99, featuring a new Intro and Improved 
music. The gameplay will remain unchanged. 
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GLORY 

TOUGH DECISIONS AS THE BATTLE RAGES 



Has your desire for battlefield leadership been 
fulfilled? Or, does the prospect of another 
wargame leave you cold? 

Now, MicroProse present Fields of Glory 
for the Amiga: a game designed to break 
the mould of dull simulations. 

The emphasis is on action and the heat is on 
you to make those crucial command 
decisions. The rich, vibrant sights and 
sounds of our Close-Quarter 
Combat System replace the tired 
interface of traditional 
wargames. You'll find that skilful 
'against-the-clock' decision 
making is more important than 
historical knowledge. 

Fields of Glory: the fury of real battlefield 
action. For A 1 200, A500, CD-32 and IBM 
PC Compatibles. 






SIMULATION 



MICROPROSE 



REVIEW 



Ay up. it's Jason!" I cried, as 
the beaming face of Micro- 
Prose's handsomest PR bloke 
appeared around the door, closely 
followed by his body, legs, shoes, 
socks and pants. "I wonder what 
fantastic programming 
delights he's brought 
round for us this time." , 

"Oh. I hope it's 
another in-depth 
flight sim," groaned 
Matt, sarcastically, "t i 
could really do with 
reading a billion page 
manual right now." 

"Er, no, actually. It's a 
space-trading-comb 
game, and it's choice." coun- 
tered the lovely Jase, in his finest 
Mancunian, ever-so-slightly-Terry- 
Christian drawl-cum-retch. "But it 
does involve a bit of flying," he elab- 
orated before adding "er, respex due, 
top spanner." 

"Aha. Thought so," said Matt, not- 
quite-so-hairily (he's had his beard 




Just like in Star Trek, your Capital 
Ship has a bridge which you can 
stand on and preside over your crew. 

Er, just like Cap'n Picard. probably. 
Anyway, the point of the bridge is so 
that you can see out of the window 
— and tell which star you're 
approaching, which direction 
you're travelling in, or If 
there are any enemy 
spacecraft "engaged" 
(bit of Trekkie speak 
there). 

for the planet's 
defences and stuff, 
which is damned 
convenient for you 
to up and leave for 
the next star. 
Actually losing the bat- 
tles is pretty difficult, because 
you can analyse the planetary armies 
using your library on Yemid — and. 
obviously, you don't pick on the big- 
ger bunches until you're huge and 
hard. And even then, you still don't 
actually have to do any fighting, 
because the Autopilot is actually 
rather good at the old fisticuffs, and 





Welshy Nuttall was feeling sick, and more than slightly bored, so in a b 
our Simes brought out Starlord... (Oh dear — Everyone.) 
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snipped off. you see). 

In an amazing new plot, never 
thought of before, your goal in Star- 
lord is to become emperor of the uni- 
verse, and to kill anybody and any- 
thing which stands in your way. 
Clever. It's a strange mixture of game 
styles (take bits from Frontier and the 
SSI wargames and you'll have a pret- 
ty good idea) which has you travel- 
ling from planet to planet, trading, 
battling and, preferably, conquering. 

At the beginning, the only real way 
to get money — useful stuff for build- 
ing up your fleet and buying extra 
bags of Monster Munch— is to trade 
goods between Yemid (your home 
star) and neighbouring planets, 
although you do start off with 
enough to build a half-decent army 
(presumably scooped out of some 
Yemidian pension scheme or other). 

But to earn some real moolah 
(that's money, for the less street-wise 
— Simon.), and to become more 
powerful, you go out to fight, plun- 
der and loot the other stars. Careful- 
ly planning each attack using battle 
tactics and formations, you knock the 
armies of each enemy planet in turn 
into a cocked hat — and then leave 
behind one of your children (who are 
gradually born throughout the course 
of the game, although you don't get 
to actually make them yourself, 
sadly) as the planet's ruler. He, or 
I she. is then solely responsible 




At your Base Star, In my case 
Yemid. you can transfer all sorts of 
resources and cash between your 
home and your Capital Ship (the 
main ship in your fleet). It's kind 
of like a hole-in-the-wall bank 
machine, where you just nip back 
d stock up should your supplies 
fall a bit low. 



soon puts paid to any alien defences. 

Starlord, then, works for two sets 
of Amiga gamers: battle-crazy simu- 
lation addicts who are normally at 
home with Impressions games and 
pushing little pieces of plastic around 
a board, or pacifists who don't like 
fighting, but fancy a virtually text- 
based trading simula- 
tion. In other words, for 
the majority of people, 
it's not very good. A 



This Is the Retina Projec- 
tion Tactile Display, 
which Is supposed to 
simulate the next stage 
of VR where a virtual 
image is projected 
directly onto your eye- 
ball — rather than via a 
telly — to give it added 
realism. A possible 
problem with this, 
though, is that you're 
looking at a telly any- 
way... Hey, just call me a 
realist, okay? (No we'd 
rather call you a leek- 
loving gimp — The 
World.) 
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Obviously if you're going to do any 
planet conquering, you'll have to 
travel around a fair bit. To make 
the most of your little jaunts, it's 
best to get to know the travel 
agent — otherwise known as the 
Chart Room, From here you can 
select anywhere in the universe to 
travel, assuming you have enough 
fuel, along preset links between 
the Base Stars. 
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Communications take pluce over a plain, simple IV (as 
opposed to the Retina Projection business mentioned else- 
where). The ugly muglies (for they are. all of them) appear 
on your telly, and squint at you, moving their mouths 
slowly up and down as their words appear "on-screen" 
(just for you again. Trek-fans). 
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THE VERDICT 

As far as space-trading -com bat games 
go, Starlord is probably the defini- 
tive. It's set in space, which is always 
a good start for a space game, and 
the idea is to trade, then combat, 
then trade some more, and then, er, 
combat a bit. Ad infinitum. Not 
exactly the most inspiring scenario 
ever, I trust you'll agree. The trouble 
with it is that it's overly simplistic — 
although it's not an easy game, It 
does limit what you can actually do. G A A P K I C 5 
Comparing It with Frontier is 
inevitable, but in some ways unfair, 

because they are aiming at two dif- I 5^ 

ferent groups of people. Frontier 
appeals to explorers, people who like 

the idea of travelling around between ^^^^77777 
planets, hastily scribbling down the 
prices of 30-odd minerals and other 
cargo, or smuggling contraband Into 
a heavily-policed world. Starlord is 
more of a wargame set in space, with 
a sole aim of conquering the universe 
and seating your offspring firmly into 
the chairs of power. Conquering the 
universe Is less of a shoot-'em-up, 
and more of a strategy game — with 
most of the battle plans laid down 
before you even launch a ship. Arranging 
your fleet into different formations can be, well, interesting, 
but the main thrust of excitement — in fact, the only thrust 
of excitement — comes when you actually manoeuvre your 
little ships around in 3D space, and shoot at the enemy. This 
is the area In which it most competes with Frontier, how- 
ever, and even though Frontier had its faults, the fighting 
bits were difficult to master. In Starlord, though, I found 
myself winning almost every battle right from the start. And 
when you take the fighting away, the only things which are 
left are trading, pitting wits against potential enemies, and 
planning out your battles — and to this end, the game could 
quite happily take place on the high seas, in a World War 2 
desert scenario, or anywhere you like. Starlord Is a strange 
hybrid of sub-standard parts which, together, provide an 
interesting diversion for a few hours, but it's hardly the sat- 
isfying challenge you'd expect from the simulation masters. 




A1200 



No extra-special versions planned, althouqh It 
does run much more smoothly on an A1200. But 
Ihen so does an ant. 



Each time you wage war with another planet, you're given the choice of 
letting the computer fight for you, and skipping through to the result, 
or actually getting into the action yourself. Selecting the action first 
brings up the Battlcmap, which you can use to plan out your strategy 
before the battle commences. My boys are on the left, and the enemy is 
hotly positioned to the right. Er. does the name Custer mean anything 
to you, boy? 
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Stuck for new strategy ideas, Impressions 
turns to the automobile industry for inspi- 
ration; and, strangely, comes up with a 
good game. Andy Nuttall praises god that it 
isn't another bloody footy manager. 
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he genre of the management 
simulation is rarely a happy one. 
Football management games 
come, do very nicely thankyouvery- 
much, and then football management 
games go again. They regularly make it 
into the charts — indeed, both On The 
Ball and Tactical Manager reside in the 
Top Five even now. 

The same can't be said, though, for 
their innumerable cousins, the 'other' 
sports slms. In the past, gamers have 
worn the towel of a Boxing manager, 
the overalls of a Formula One adminis- 
trator, the jockstrap of a Rugby League, 
er, person in charge — but never in the 
huge numbers of their footy rivals. 

Now, Impressions is settling down 
for a battle of the sims with Detroit, a 
car-building simulator giving you the 
chance to "change automotive history," 
by designing, marketing and building 
your own cars. Starting in 1908 — the 
heady days of Henry Ford — Detroit 
supplies you with a basic research, 
design and manufacturing plant, 
S60.000, and the design for a prototype 
car. Mmmmm... 

Other car manufacturers have 
already come up with cars of their own, 
(including Ford, Armand Peugeot and 
Karl-Friedrich Benz. car-fans), so the 
prototype designs of yours must be 
based on a I ready- proven shapes and 
sires. Building cars with Detroit is rather 
like making a photofit picture; piecing 
together pictures of boots (or 'trunks', 
as Americans would have it), bonnets 
and, er, middle bits to satisfy ever-hun- 
gry consumers. 




The Main Factory screen is a typical example ot what Impres- 
sions call 'Hidden Button' screens. Embedded behind the pic- 
ture of the factory are six hidden buttons, each of which 
correspond to a building. When you position the mouse 
pointer over the building you want to enter and click, you go 
there — which Is much simpler than the usual bunch of icons 
which litter management screens. The mouse pointer is intelli- 
gent, too, in that it displays the name of each button it points 
to — which makes choosing the next screen even easier. 



Depending on how much money 
you make from your first 'safe' car, you 
can set some aside for research; and 
the more you plough in, the bigger the 
jump you'll have over your competi- 
tors' designs in the future. Loads of dif- 
ferent types of car can be made, up to 
the year 2008, from sports cars 
through to four-wheel drives. And it's 
this side of the business which is most 
important in Detroit You can do all the 
designing of new car bodies, engines, 
brakes and other bits that you like, and 
test them to the peak of their perfor- 
mance; but all the while your competi- 
tors are doing the same — and, as you 
can probably imagine, one-upmanship 
is everything in the car industry... 
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If you want to go far in automobile 
design, this is a screen you'd better 
get used to. This is where all of your 
research and design engineers work. 
Clicking on the engineer brings up the 
Research menu, which enables you to 
pump people into one of seven areas 
of car parts — brakes, suspension, 
engine and so forth. Around the 
screen there are also, variously, cool- 
ing, safety and luxuries — the last 
only applying when you have lots 
of money to spend on frivolous 
items for the really well-off. 



The Test screen gives you the 
chance to put your new car design 
through any of five rigorous tests. 
Normally, when you first piece 
together a prototype car. it's a 
good idea to do all five. This 
involves the computer going away 
for a moment, simulating each test 
— such as acceleration, braking and 
fuel economy — which you can 
watch as they go along. Well, 
'watch' might be a slight overstate- 
ment, because pictures like this nice 
young chappie are all you'll get. 



gh I'm partial to the odd footy 
management sim when it comes into 
The One's office, it's generally only 
to have a break from the never-end- 
ing trot of platformers, shoot- em-ups 
and crappy Sensi-clones. And I'm par- 
to a bit of footy. Car games, 
though — well, 
when you're talk- 
ing F1CP or 
Micro Machines 
I'm there with the 
rest of them. But 
a car building 
simulation? I 
wasn't exactly 
champing at the 
dipstick, let's put 
it that way. Any- 
way, to cut a very 
long and boring 
story short, I 
actually rather 
like Detroit. It's not a trouser-com- 
buster, or a joystick-splitter, but more 
the kind of game which you can 
spend whiting away the hours of a 
Sunday while the rain beats down out- 
side. Because, like so many footy sims 



game of Detroit isn't a keen eye for business, but good old 
Father Time. Skill in car designing and manufacturing is built 
up over a long period, but it's not essential immediately. One 
of the three manuals provided contains a detailed tutorial, 
which takes you through the first month of produc- 
tion and enables you to cobble together some 
kind of profit. And it's only then, after the 
first half-hour's play, that you realise 
just how long it will take for you 
to reach the year 2008, 100 
years later. This is a BIG 
game, a good game, and a 
great diversion from the 
other, now run-of-the-mill, 
management sims. 
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AS00/600 owners will be pleased to note there's 
non-AGA version already out there In the «hop* 
Differences include fewer colours and, er, that's 
It. No C032 version is planned. 
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With over a year of design, and more refinements than 
Supermini, Imagine Home Entertainment thinks it's 

management title. Andy Nuttall 



Mercedes' promised 
created the ultimate 
dons a poodle perm. 



It's always the way; buses, wed- Manager are completely different in 

dings, friends' birthdays and presentation, using less traditional 

decent strategy games. You wait approaches to the management field 

for ages, and then a few come at to take it away from the statistic 

once. With the glutton of soccer buffs and into the laps of the general 

arcade games released just in time public — On The Ball is particularly 

for the World Cup (and one or two true of this statement, 
just in time to miss It — no need to Club Football, however, takes a far 
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mention any names, the cul- 
prits know who they are), 
it's surprising that there 
weren't more strategic 
titles released. Per- 
haps it's because 
footy management 
freaks have become 
bored with the endless 
variations and supposed 
innovations these newer 
simulations have tried to 




more recognisable stand- 
point. For most options 
you're presented with 
simple visual menus to 
play with and a stan- 
dard layout of player 
and team information 
which makes it all so 
recognisable, there's 
no need to even consid- 
er going anywhere near a 
manual if you've played this 




The strength behind 
CFTM It the sheer 
weight of the tactics 
section. Here you can 
lay out your team by 
dragging each play- 
<■< •> thirt to a posi- 
tion on the screen, 
and then define their 
'footprint' — the 
area they work with- 
in during the match. 
This system allows 
you to see at a 
glance where all your 
weak spots are, as 
well as spot all your 
opposition's. 



PLAYER 
SEARCH 



PLAVEP 
TVPE 



implement. Strip away the fancy visu- type of game before. The one other 
als and you discover that, essentially, thing it does that I've always found a 
the only thing radical about modern crime is involve the player in all 
management games is, er... nothing, aspects of running the ground as well 
But that's rather a pessimistic as the team — stand improvements, 
view, and one that isn't strictly true dealings with the bank — even set- 
either. After all, On The Ball, Tactical ting the price of objects in the stadi- 
Manager and now Club Football - The um shopl Q 

There are a lot of things in the game that don't directly relate to the actual 
task of football management, such as ground improvement and running the 
club shop. Thankfully, you don't actually have to take part in these things, as 
they can quite easily work along under their own steam, but learning how to 
use them will make you more money in the end. 
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{Above) The Player Search screen 
allows you to specify exactly what 
kind of player you're after (as I'm sure 
you can work out for yourself). As you 
can see, there's a wide age band, 
meaning that you may even be able 
to tempt Greavsie out or retirement,. 
And then put him down like a sick 
horse. 
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Rather than overload the player with tent, designer Keith Wadhams decided 
quite early on to make the player interface as easy to understand and as intu- 
itive as possible. As a result, all the option screens have these large, recognis- 
able options all over them. The logical layout of the game also means that 
you can easily find the option for whatever you want to do without searching 
through a hundred and one menus 
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From the the main match screen you can see how 
the layout of your players matches up to your 
opponent's, as well as where all the weak points are. 
Whenever something interesting happens in the acceler- 
ated time, it cuts to a small action sequence viewed 
from above, where well-animated players 
actually show you the situation itself. 
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There are about a dozen or so statistics for each and every player in 
CFTM, but most of them are actually hidden from the person playing the 
game. Sure, you get all the usual guff on how fast, old and experienced they 
are, but what you don't get are the scores for their intelligence or initiative. 
Those are things you have to work out for yourself as the game goes on. 



What can I say? I've been completely 
blown away by this incredibly deep 
and detailed game! In the same way 
that On The Ball draws the player in 
by portraying the footballers as real 
people, this game will have you 
hooked from the start with its unique 
and usable tactics system. Where 
other games merely let you set up the 
rough positions of the team through 
a formation setting, the genius of 
being able to define each player's 
'footprint' — thereby using the play- 
er's stamina and speed to their best 
ability — gives you so 
much more involvement 
in the team itself. You 
end up watching individ- 
uals over the course of a |>LA¥I1ILITY 
few matches, and in time 
you learn to hone your 

team layout so that you |LH5TflBIL]TY 
play the best game you 
possibly can. The presen- 
tation Is simple and clean. 
It's no problem at all for 
an experienced manage- 
ment player to find their 
way around, but by the 
same stroke the large, easi- 
ly recognisable icons {plus the 
' fact that whenever your mouse pointer is over an icon, a 
text message appears at the bottom of the screen telling 
you what the image actually means) makes It ideal for the 
complete novice. There is a hell of a lot for the beginner to 
look out for, which is why Imagine has been kind enough to 
start the player off with a functioning ground, a working 
shop and a decent bank account. This way, you can ignore 
everything except keeping the team mechanics, and the 
game will potter along nicely, leaving you to learn the game 
itself. That said, you can do a lot better in the Club Football 
by actually working everything at once, but that takes a 
great deal of concentration. Mind you, it also brings a great 
deal of satisfaction in the end. Club Football - The Manag- 
er is a lot of fun to play, and you'll waste a lot of your life 
playing it. Easily as good as On The Ball, but there are 
enough different reasons to merit owning both. 



An AGA version of Club Football Is planned for 
the end of this year, featuring 256 colours. A 
CD32 version is also planned for the beginning of 
next year, with the glorious AGA visuals, and 
maybe even recorded match commentary' 
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If there's one man who knows about space exploration, it's William Shatner. 
Unfortunately, he was a bit busy, so Matt Broughton stepped in at the last minute to fill 
his shoes. Not to mention his pants. God we're mature. 

land back, because just for a 
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change we have here a game 
with a plot so interesting that 
it could possibly have come directly 
from the quill of Lord Arthur C Clarke 
or Sir Susan Asimov. Possibly not... 

Reunion tells of how, by the end 
of the 26th Century, man had 
reached a level of technology which 
allowed him to explore space in a 
way never possible before. Gargan- 
tuan colony ships set off towards the 
outer reaches of the universe in 
search of Earth-like planets to set up 
home on. 

After many yeaj 
tern was located, 
— nay — eleph; 
nearer, an unchal 
damaged the warp~gi 
though the ship managed 
to reach the sys- 
tem, the stress of 
deceleration 
caused the 
ship to. 
explode, 
large pro- 
portion of 
the crew 
ied, and 
ke few 
that did sur 

were faced ^ m 
with an awesome 
task — to start a new 
civilisation from scratch. 

Well, you don't have to worry 
about any of the above anyway, 
because it's now 2927 and New 
Earth has reached about the same 
level of technology that Earth had 
before you left. I say 'you' because 
you're actually the President of New 
Earth which, though generally great 
fun. means that you have to answer 
to the people — and right now. 
the people are asking big-time. 
You see. they want to go home. 



So. bold crimson 
navigator of the 
night, you have been 
harged with the task 
of running project 
Reunion, with one simple 
target; find Earth. And be 
quick about itl 
And how are you to perform 
this feat? Well, it's pretty simple, real- 
ly — just hire yourself some of tha 
smartest spanner-heads on the plan- 
et and tell them to invent ton*of 
groovy things like space ships, big 
guns, and those little bits of carpet 
that go on top of the toilet. 

Along the way you'll discover new 
planets to colonise and mine, hostile 
aliens, friendly aliens, and a superb 
number of techno-toys to play with. 
It's all a bit daunting to start with, 
but I'm sure you'll be okay... O 



(Above) This is the main control screen, showing me (the babe In the middle 
— arooga!) and my hapless gang of advisors. The icon panel along the top of 
the screen takes you Into the various sub-menus — as does clicking on differ- 
ent areas of the screen — accessing the development screen, fleet info, star 
map etc. As new inventions become available to you, an image of your new 
toy appears from the Sfar Wars-like holo-table thing. Gosh. 




kle haue a uer>± stranBe deuicpj 
that was recovered from a crashed 
aLien ship. Our scientists uarmot 
discover if 5 function so uie 
thouGht that. For a modest Fee* 
you CDuLd rtaue the sLien ttem 



Aliens aren't always nasty. In fact these Communion looky-likeys are damn 
courteous. Play your cards right with these little darlings and you could 
receive all manner of futuristic toys in exchange for for a small jar of jelly 
babies (those little white devils just love >m). Did you know that in the 
future, you won't have to go to the toilet: you'll just enter a Virtual 
Cyberlav and wet yourself. Brilliant, eh? 



*s*9* t about the little people that live on New Earth, or any of your 
plane ti lor that matter. As well as listening to their requests lor niceties 
s.ums, recreation and other stufl) you need to monitor their attitude 
towards your taxations, not to mention providing enough living 
food for them. This bloke doesn't look very happy does he? I bet 
**s hair a bit bigger, he'd look just like Steve lies. 
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When you encounter a hostile alien race, your mighty space 
fle«t can be dispatched to protect your precious worlds. 
Mere,«hting '.hips are jhown ,1s radar blips, accompanied 
by fnarp little animations. Should you lose, your ground 



Here, Mgh ting ships are fhown as radar blips, accompanied 
by 9>arp little animations. Should you lose, your ground 
forces can save you, but some ol the aliens are complete 
gits.^o makje sure you spend time buifdlngTip your torces. 
These battles are very pretty and draw your attention bfcck 

from those 'quieter' moments. 
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Reunion is, in the words of Merlin, 
"...a dream to some, a nightmare to 
others." Why? Well, it's a big game. 
Theimain |ame that I played for this 
r^iew lasted for afeout a day and a 
hair', and considering how 
many items I still hah 
' left to invert^, I'd say 
that I was probably 
' ^only about three 
quarters of the way 
through. That, | 
is the good 
but the bad 
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news is that you'll need 
the patience of an saint to 
get this far without a hard drive. To 
sty that Grandslam has produced a 
disk-swapping bonanza is an under- 
statement, and if you have anything 
less than an A1200 with a second 
drive, you need to be really sure that 
this is the game for you. I made the 
mistake of starting this game on a 
hard cfe£ and then moving to ( my 
A1200; and boy dofs it make a dif- 
ference. Alter a few minutes play, it 
seems that every minuscule click of 
the mouse sends yoil off to Disk Land, 
with only a sandwich for company. Of 
course, this is (as^Grandslam points out) the only way to get 
games gof this size onto the Amigaj and in the same way that 
fans of the grapftic adventure genre accent eftfven disks as 
the norm, I imagine anyone chasing after a garrlfc of this 
scope will take the same view, dameplay-wise. Reunion has 
oodles to offer, with the only real criticism j>eing that it's 
perhaps a bjt slow if the beginning. There's also a bit of 
annoying repetition as far as collecting minerals from min- 
ing installations on other planets. This is a task you have to 
constantly perform, sending ships to and from New Earth, 
loading aqd unloading the precious ores. Aeunion has a hell 
of a lot tof offer, but only to tnose with time on their hands. 
If youL/e got a hard drive, take it as read that you can add 
at least a couple of percentage marks to both the playabili- 
ty and the overall score. Absorbing stuff, and no mistaking. 



If you play Reunion on an A1200 you will prolit, as 
the machine will load more into the memory, thus 
facilitating less disk accessing throughout. An 
A 1200- specific version will b^out in a month or 
two, leaturing 2S6 colours, and full speech. This, 
however, will be hard disk only. An identical version to this will also 
be out on CD32, with the possibility of a CD soundtrack. 
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TEST MATCH SPECIAL EDITION 



"Morning everyone. We awoke this morning 
to the first crack of a jackdaw's fart. Marvel- 
lous effort by the jackdaw, I thought, a mar- 
vellous effort indeed. Oh look. Matt 
Broughton's LBW — Living But Weak." 



Computer games are always 
being accused of getting kids 
interested in the wrong things 
( drugs, violence, and Thora Hird) but 
are very rarely credited with involving 
them with anything decent. Take me 
for instance; the first 'proper' book I 
ever read was the Hobbit. Why? Basi- 
cally because I had the Hobbit adven- 
ture game on my Spectrum and got 
bored asking my mum what Bard was 
likely to do. or what happened in the 
Elvenking's Halls. 

Similarly, I was never really interest- 
ed in football (that's because you sup- 
port West Ham, mate — Simon.) but 
since I joined The One team and began 
learning the rules, tactics and positions 
— all thanks to Sens! — I enjoy watch- 
ing footy a lot more because I under- 
stand what's going on. 

Audiogenic's World Class Cricket 
also falls into this category. Because 
now. after many years of staring 
blankly at those enormous score- 
boards when I happened to acciden- 
tally turn on to BBC2 to find lots of 




blokes dressed in white jumpers 
'standing around', I understand much 
more about the game they call boring. 

I also know about leg glances, 
overs, slips, and nighties. Oh yes, 
there's not much I don't know about 
cricket, er... as long as it's on the 
Amiga. And Is in this game. 

WC Cricket — an unfortunate 
abbreviation, don't you think? — (do 
they play on WC Fields? — Harry) is an 
extremely simple cricket simulation, 
offering you a disk full of your 
favourite teams to choose from, allow- 
ing you to change names, alter fielding 
positions and, er... hit balls quite hard. 
It's all very pretty, but, I hear you ask. 
what's toilet cricket like? Well follow 
me into the pavilion for a quickie... 



You can tailor the fielding 
position* using thli sim- 
ple editing facility. Here 
you can create a specific 
strategy for each bowler. 

and even save them so 
that they come up auto- 
matically every time that 
particular fella comes 
Into play. Not bad, ah? 



Apart from editing the formation, you 
don't really have a lot to do with the 
fielding. Once either you or your oppo- 
sition has given the ball a good wallop 
on the main screen, the view switches 
to this, showing your happy chaps run- 
ning around and throwing the ball back 
and forth. Gosh, don't they look like 
they're having fun? 
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| THE VERDICT 

WC Cricket ought to have two sepa- 
rate reviews really, because batting 
and bowling are completely different 
beasts. Batting is infinitely 
more fun than bowling, with 
a simple 'joystick in one of 
eight positions' shot selection 
that really does give satisfac- 
tion when you choose correct- 
ly and time perfectly. The 
computer intelligence is smart 
enough to make you really 
think about each shot, with 
no real 'safe' or 'cheat' shots 
available. Bowling, on the 
other hand, is a bit yawn- 
some. The computer is just 

too difficult to get out, and lnjiymiLITY 
after hours and hours of play, the 
only way I found I could keep him 
under control, was to bring literally 
every fielder right up to the wicket 
and then keep fast bowling to the 
batter's heel. This way, you limit the 
computer to scoring either no runs or 
just the odd one, occasionally run- 
ning out the batter through luck. As 
you might imagine, this doesn't exact- 
ly do much for the old fun buds. The 
graphics are very nice indeed, and the limit- 
ed sounds provided are adequate. The editing facilities are 
well thought out and allow you to quickly swap your team 
around until you're happy, while the fielding editor is also 
presented in a very user-frfendly way. Apart from the 
almost unbeatable CPU batting, criticisms come In the form 
of your computer-controlled fielders. Once you've bowled 
as best you can, you have to sit back while your fielders do 
their thing, sometimes clumsily overthrowing and giving 
- away precious runs left right and cen- 
tre. Other than this, it's really all down 
to whether cricket turns you on or not. 
I didn't think it would, but I've certain- 
ly had above a fair dose of fun while 
reviewing this. Mind you, most of that 
was while batting... 



There are no plans for an enhanced version, as it 
would apparently involve a complete rewrite. 
Audiogonic is however offering owners of the 
original Graham Gooch World Class Cricket a bar- 
gain trade-in with their disks for C15.00. Any 
interested parties should call 081 424 2244. 
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REALISTIC TACTICAL 

COUNTY CRICKET 
MANAGEMENT GAME 




This exciting strategy simulation concentrates on the managemenl aspecls ol an English County Cricket 
Team. You will have to make decisions over a wide range ol activities which will effect results on the 
field, the County's finances and ultimately your fate as Manager. The game was created by a lifelong 
cricket fan and anyone interested in cricket should find this game an interesting challenge. See the 
feature list below for further details about the contents of this intriglng strategy game. © 1994 E. & O. E. 

• Manage any 1 of the 18 county squads • full season including leogue and cup compelihons 

• Choice of Attacking. Normal or Defensive tactics lor barfing, bowling and fiekJing or computer controlled 

• Follow matches either in detail oi at scorecatd level only • Team selection and specific fielder settings 

• S« types ol batsmen * Five types of bowleis • Multiple skill ratings Including form and fitness 

• flayer contract negotiations ond morale ■ Seven varied match conditions Including weather 

* Investment in ten different resources • Ticket pricing • Comprehensive scouting facilities * Various options 

• Absolutely loads ol statistics • Exfensive printing facilities • Squad editor • Ful instruction book 

NOW AVAILABLE FROM ALL GOOD RETAIL OUTLETS. 

If you have any difficulty in finding a stockist please call our office immediately. 



ESP Software. PO Box 557. Southend-on-Sea, Essex, SSI 2NB. England. 
TELEPHONE (0 1 702) 600557 FACSIMILE (01 702) 61 3747 AG 
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It's a good couple of years since I 
played Gremlin's Lotus 2, but 
before we got Top Gear 2 in for 
review I dug it out of my cupboard, 
dusted it off and slammed it into my 
Amiga. And blimey, if it isn't still bril- 
liant after all this time. All those dif- 
ferent tracks, loads of weather condi- 
tions, and a cracking two-player 
mode. Back when it first came out. 
everybody said that the softies would 
be hard pushed to come out with a 
better game — something which has 
later been proven by Gremlin itself, 
with the release of the singularly 
awful Nigel Mansell's World Champi- 
onship, and now the rather er...aver- 
agely good Top Gear 2. 

If Lotus 2 had never been released, 
then Top Gear 2 would be fighting 
grittily for pole position alongside the 
likes of Crazy Cars 3 in the racing 
games stakes. It's got everything, 
really — a good 3D effect, creating an 
excellent feeling of speed, tons of dif- 
ferent tracks and a whole host of 
weather effects. There's a shop in 
there, stocking plenty of little bits 
and bobs to stick in your car — 
always a favourite in most types of 
game. And just to complement it all. 
the in-game music's rather up-beat 
and exciting, in a working 
combo kind of way. ^^^ m 

The 64 tracks are 
challenging and 
diverse, not so 
much mapping out 
accurately the real 
Formula One tracks 
as making the later 
courses more twisty 
and turny — so by the 



Andy Nuttall's a puzzled man. After the peaks of the Lotus trilogy, 
and the pits of Mansell, he finds himself playing a fifth Gremlin 
racing game. When the tyres have stopped squealing the tired and 
emotional celt feels bound to ask the burning question: "Why?" 
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As you pass the other competitor's 
cars, your driver, unable to keep him- 
self to himself, can't resist the urge 
to yell at the drivers left behind in 
the wake of your burning rubber. 
"Yo! Butthead" is a distinctly cheesy 
one, while "Eat dirt" is. I believe, an 
American expression and 
consequently the apogee of sophisti- 
cated cool. Probably. 

pin bends. On some of the more chal- 
lenging circuits you'll come across 
pickups, which give you more 
money or an added nitro 
— both of which 
come in handy to 
make it first 
through the fin- M 
ishing line. 

It does score 
over Lotus with 
a couple of 
interesting fea- 
tures. For exam- 
ple your car can 
reverse. While you 
can't actually turn 
around and drive back 
^^-■■■■■■■■■■■m wards(as 




I" MOVE 
LOMER! 



time you reach the later levels you' 
find the whole course a series of hair- back and thi 



you can in Formula 
One Grand Prix), 
reverse is useful 
for grabbing any 
pickups which you 
miss. Little touches 
ike this certainly 
make Top Gear 2 more enjoyable, but 
do they make it a good game? 
Ooops, I nearly forgot: Top Gear's 




(Left) Although the perspective of the cars is pretty good, 
there aren't enough 'stages' to make it look realistic. What I 
mean is, as you accelerate towards the cars in front, they 
don't move smoothly — instead they jerk horribly towards 
you, making your eyes go funny. 
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The nltro option l> the most exciting addition to your car. When it's 
activated (by pushing up. and slabbing the joystick button three 
times, if you're wondering) your car accelerates smoothly away and 
screams past the cars struggling nitro-less in front. You only get a cer- 
tain number, however — and every other car has a similar capability. 
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Obstacles adorn some of the more difficult circuits Normally taking the form 
of a barrier, a log or the occasional ball of tumbleweed. they can send you 
spinning off the track. But the strange thing is that they don't affect the com- 
puter cars — which is unfair. 



m 
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At the end of each race, depending on your finishing position, you're award- 
ed a number of points (for the driver's championship) and a sum of money to 
buy extra bits for your car. The list of accessories includes dry and wet tyres, 
supercharged engines, more efficient gears and even a free respray? 




You're given the chance to race all around the world - on a total of 64 tracks, 
in 16 different countries, to be enact. Each offers, as you would expect, a dif- 
ferent range of testing bends and long stretches ideal for using nitro. And, as 
an extra special touch, the backgrounds are simple representations of the 
country you're in. Hang on, is that Tower Bridge in the distance? 




The pickups which appear randomly on certain circuits add either 
performance to your car, or money to your purse. Quite who drops SI 000 in 
the middle of a track is unclear, but rather than handing it in at your local 
bobby shop, as it were, it's advisable to spend it on souping up your motor 
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Hang on.,, haven' 
before somewhere? I was going lo 
try to avoid using the phrase "just 
another racing game" in this review, 
but sadly that's exactly what Top 
Gear 2 is. The main thing I don't 
understand is why Gremlin, which 
already has the best and worst racing 
games, feels the need to release a 
game which is somewhere between 
the two. For reasons of balance, pre- 
sumably. The biggest thing which dis- 
appoints me about Top Gear 2 Is 
something which has dogged just 
about every racing game I've ever 
played. Some of the tracks include 
obstacles — barriers and the like — 
which obviously you have to dodge I pLRYflBILITY 
to continue racing. If you hit one, you 
spin off the track — which is one up 

on Lotus, where if you hit something Ilhstbhility" 
you simply slowed down to a crawl. 
However, for some strange reason 
the computer-controlled cars aren't 
affected by the objects strewn 
around the road. And good though 
Top Gear 2 is, there's nothing more 
infuriating than slowing your car 
around a bend to avoid a bunch of bar- 
riers, only to be overtaken by a CPU car 
using his nitro overdrive and steering through the obstacles 
as if they weren't there. Still, there are good points too. The 
pickups are an interesting idea which, as far as I know, 
haven't been featured in other racing games, while the nitro 
option is accompanied by a rousing jet-engine sample which 
really gives a feeling of speed (assuming you have sound 
effects switched on). And also the prize money is nicely bal- 
anced, which means that you really need to get up there in 
the qualifying to earn enough to soup-up your car. Your 
opponents will be doing exactly the same, and if they beat 
you too many times, their cars will keep on getting faster 
and faster. These niceties aside, though, Top Gear 2 is a 
game which can hold its head well above the distinctly aver- 
age Nigel Mansell's World Championship, but It doesn't 
touch the excellence of Lotus 2, even two years on. Shame. 



Hmmm. let's see., well, the CD32 version of Top 
Gear 2 will be the same price, and will, In fact, 
exactly the same as the A1200 version. But the 
A500/600 game will probably have fewer colours 
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On his way home from the planet Thrang v 
Capt. Matt Broughton discovered that he 
was the only human left alive. Fortunately, 
he was driving a space lorry full of Monster 
Munch at the time. Phew! That was close. 
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Publisher CoSoft 
Developer: 
Enertia Developments 



£ 24.99 Oul Novembe 



No I hard Di\k lnil*ll*bte 



■ t's easy to do. I guess. I mean, you 
I sit down to draw up a plot for 
I your unoriginal shoot-'em-up, and 
end up so immersed in the 'great 
story-line' that you forget to include 
anything vaguely resembling the 
game. I mean, look at Standard 
Deviation... 

"The year is 2278 and the inter- 
galactic war has been with us for 
over a hundred years." Okay, that's 
the first sentence. We're all ready for 
an explanation... "Earth Central has 
just introduced a new deep-space 
ship to explore space. Its name is 
Standard Deviation Mklll" Oh. I see. 
So what you're saying is: firstly, after 
100 years of war, you're building 
exploration ships and, secondly, to 
offer some reasoning behind the 
game's title, you've 
■>**1(W*F^ decided to call it Stan- 
dard Deviation. Right. 
Very clever. Please go on,.. 

"My orders were to test this 
new ship in a deep-space voyage; 
that was until Earth central 
requested all ships return to Earth." 
Okay, let me step in here and speed 
things up a bit. The rest of the story 
goes that upon returning to Earth, 
the ship finds all communications 
down, not to mention an ominous 
"LIFEFORMS — UNKNOWN" message 
on his planet scanner. The Orbiting 
space station (spelt with a capital 'O' 
for some reason) was not in it's (spelt 
with an unnecessary apostrophe) cor- 
rect phase, leaving the pilot to enter 





DKRPHICS 



the planet's surface (this time with a 
correct apostrophe) to find out 
what's happened to everyone. 

Well, we've had better plots and 
we've had worse, but as soon as you 
press fire, you're into a Project X 
clone, with some sort of fighter craft 
(where's the deep-space explorer 
from the plot?) being attacked by all 
manner of alien life. 

You've got your six basic level: 
— each with a different sce- 
nario and parallax back ^( 
ground — a bonus 
round, four different 
weapons and a shield 
to collect, and, er... 
that's it. So what are 
the scores on the 
doors, I wonder? A 



I 




Erm, well there's not a 
hell of a lot to tell 
you about really. 
This Is, without a 
doubt, the most bla- 
tant Project X rip-off that 
I've ever seen (right down to the 'fly- 
ve ry-q u icl< I y- thought- the -tunnel' 
sequence that acts as a bonus level). 
Graphically, the game has some nice 
touches, with well animated aliens 
and a nice '50-frames-a-second-ness' 
to it. Unfortunately, all of the above 
is let down by a very elderly looking, 
cardboard cut-out parallax back- 
ground. The Project X power-up 'P's 
are in there, along with a few 
weapons to play with, but other than | p L ft Y n B HIT Y 
some fairly well designed attack pat- 
terns, we've seen it all before. There 

are some decent sound effects, main- [^jistMBIIITV 
ly in the form of techno tracks and 
sampled voices, but, as with the 
graphics, there's nothing radical 
enough to trick you into thinking 
you're playing anything particularly 
new. The levels all seem to suffer 
from long periods of emptiness, where 
you just float along waiting for the next 

wave of bad guys, but considering the 

shortness of each level, along with the generally 
unchallenging guardians, there's not really 
enough here to warrant £25. I think the pro- 
grammer of Standard Deviation will produce 
something much better next time, because 
there is a lot of skill apparent in this game — 
it Just seems to be one of those instances 
where there's a lack of knowledge as far as 
arket and player requirements go. If I had to 
give advice, I'd say that you should credit the player 
with more skill, not to mention rewarding him with more 
graphic 'treats'. Still, as many nice touches as this game has, 
I can't truthfully recommend Standard Deviation while there 
are so many excellent Project X clones (and even PX itself) 
available on budget. Maybe next time, eh? 



An enhanced version is planned, with improved 
graphics all round and perhaps a two-player 

option. A timilar uarcion ic also planned, 

with the same as the A1200 version, plus CD 
music and ray-traced introductory sequences. 
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-fr^- PROFESSIONAL J 

Dy F OOTBALL MASTE RS J 



Qwte simply the best Football management gome for you computer. 
We liave served thousands of satisfied (uslomeis duiimj our 4 yews of 
finding Over 1 0,000 moo hours (during 5 years) has been dedicated to 
the production of this constantly improving gome. It is one of the most 
■eolistk and accurate repiesentotions of a professional football managers 
annual cWlencje to tactically out wit and conquer every opponent. 
Monogers 1 to 4 Humon players, Rntmgs, Performance srottstks, sack 
or«l offers 3 Difficulty levels, Manager of the month and season 
awarded, Pools, Pick any team in any division to begin with. 
League & Cup Premier 2? teams, Drvision 1 ,2 & 3 have 74 learns, 
Ploy-oHs, Tables. 7 Cup competitions with precise rules {? legs, extra 
time, away goal mle. seeded diaws, European Cup rabies, 5 subs, 
rwnaomestic player reshKhom etc.). Finalist route to glory 
Games : Veorry fixture/previous list, Week fiitwes/tesurts, Results (ram 
previous meetmg with opponent (goes bock up to 6 seasons!. 

EASY TO PLAY Animotjd^^ Joystick or Mouse. I 
Wrestling gome .^^fe Ar^w 1 « ? ptayets 




Players Peal life statistics (effecting the start of 93/94 season with 
leal positions, height, ope. Live transfer market. Contract & wage 
negotiations, Mened foot (letl/right/both). Loans, Injuries, Training. 
Special talents. Trainees, Godkoepws (separate skill categories). 
Defenders, Midfielders, Attackers R Utility. Retirements, Foreign 
transfers, Unhappy players, Top 10 Hoi shots. 
Team Training, Tactics ( I S Afferent styles) , Aggression, formation 
allows specific plover field settings (left winger, Sweeper etc.). 
Club Sponsorship, Ground improvements. View opponent. Finances 
The Match : Real time scoreboard reporting goals & injuries yellow/red 
coins, Sound effects. Interventions perrmned at any time to 
change tocrits, rorrnrjtioris and make subs. Physical graphical penalty 
porlitiinfai (optional) Over 60 different referees. 
Other Fast load/save. Pnnier occess, 20 Options to set vanoos 
game preferences, Instruction book. Easy to ploy, Technical support. 
Plus : Om 1 00 ona maroAws refinements impossible to list here. 
Edrrar : Alows you to emend various items in saved rjames. El ? Extra 
Scottish : tJerkated version details available upon request 



CRICKET MASTERS 



P'JIY BY .Wit Swim Now Avaito! 



Thrs rs a purely manogairj cricket monoget game that concentrates on 
strategy and induces plenty of relevant statistics. The game has been 
designed and ceveiccaJ by a true fan of the sport. It reohcotes everything, 
that a red monoger has to contend with and it's a totally unique 
production that anyone with on intoest in Cricket should experience. 
A summary of the mom features rs shown below:* 

• AXA EQUITY & LAW 18 league county teams, SO overs pet game 

• 4 Cup Ctfnprjtrtiorrs rndudrng Benson & Hedges, Nat West. 

• 20 different match umprm with accurate names and strictness. 

• Accurate ploy* detok Surname, height and age. 

• 27 different player attnbutes. Most skats hove a direct impact on the 
effectiveness of each indwoucrs cctions during c simulated match. 

• Easy player selection Al game text rs deorfy presented. 

• Batting and bowing oranges Top batting and bowling tables. 

• 3 Oifferent training intensities to boost batting, bowling or fielding. 

• Weather, pitch and fcghr often moke on impact on ground condition. 




• Full match highlights let you 
I watch the action ball by ball with 

full graphics ond/or realistic 
sampled sound effects for 
significant events (Fours, Umpire 
decisions, etc.) Interventions ore 
permitted at any time to change batting tactics or fielding plocings. 

• 3 Batting/Bowling classifications (Normal, Attack and Defend). 

• Choice of I S different field plocings. 

• Fui scorecord results with best hotting and bowling howes. 

• Other staff (Physw, Groundkeeper. Scout) con be hired and fired . 

• Annual league fixtures listing. Current week and last league results. 

• View current cup competition draws and historic records. 

• Real time transfer market Player contract and wage negotiations 

• Sponsors, Printer access, Finances, Poor ground fines, Monogei rating 

• 1 S Options to alter gome preferences, Load/Save game. 

• Instruction book with plenty of examples. 

• Plus many more tine details that we are unable to list here. 



~yiT STABLE \/J 
~ MASTERS V m 



This game has been designed to be as dose to teal racing as possible, 
Five years of devrjlopment by a clever racing expert has led to the 
second revision of this Flat Horse Racing Simulation. 
Up to 4 players con participate os Owner framers with the primory 
objective of becoming the top rated trainer, in respect of prize money 
won, at the end of each racing season (March to November) . There 
are up to 35 other intelligently controlled computer trainers to compete 
against and compote yout personal performance. 
To achieve this aim you must discover a potential champion and train 
them so that they become copoble of competing well and winning any 
of the 47 big prize money races (Handicap and Group), eg. The Derby 
To give you on idea of the tools provided in this gome to assist you 
reaching your objective we have fisted the main features below;- 

• 2S0 hoises each with over 60 independent variables. 

• 26 different race courses (2 al weather), real We characrenstics 
mirroring the diversity of racecourses in the UK (descriptions provided). 




• 20 Jockeys who vary in ability arc! booking fees. Orders & Feedback. 

• Fotmbook and Win Summary Cords cover the previous 200 races 

• Animated race display or just the result. View Declaration List foi races 

• Very informative report by Mead stable lad. Tipsters. Bookmakers. 

" Racecords similar to racing press. Real trfe Handicaps & Race Types. 

• Viruses, Injuries & Vets load/Save gome. Many other items induded 
Version 1 is available upon request (Simple training i betting) @ J 1 S. 



RACLE 



uyeii mjiiwiui nppmy Loinpeniioii i7Ti . uigonisea 
by Rocecafl, regulated by the Tote, this program achieved 
joint second. This led to a serious approoch ham o well 
national book maker. Rejected in favour of supporting the public 
Winnings Statistics 104 wins out of 166, as fiom 2/6 to 1/9/93 
formula This program tells you exactly what to do. You are NOT 
permitted to amend oui system unlike so many other similar programs. 
How confident can you be in something that invites amendments! 
Research & Development Throe years lull time race analysis and 
experimentation to refine and test the prediction system. 
Inside Knowledge Plenty of unique hints horn contacts in the know 
User Fnendty No racing knowledge required, easy to use, tutorial book 
Restricted Soles : As soon os out programs predictions have o prolific 
impact on the betting odds we will stop accepting new buyers. 
Monthly Updates ; Highly recommended option. If any update (oils to 
break even we'll send the next one fiee of charge. From £25. 
Price Increase : Highly flcay. Buy now before success forces increase. 




A fantastic graphical ond/or tactical representation of Cncket that has 
been completely written by a traditional fan. You can physically 

■ 'imputer to 




24 HOUR CREDIT CARD HOT- LINE 

0702) 600557 



MAIL ORDERS 



poo/orm detailed « rhrs advert are onry rnarabie by duet! 



DESCRIPTION 



Professional Football Wasters V4 



P.F Jk Editor V4 

Stoble Masters V2 

Oiode Horse Tipster (RRP £99.95) 



Cricket Masters 

World Cup Cricket Masters 

Wrestling Masters 



24.95 
24.95 
I9.9S 



TEIEPH0NE 



POSTCODE 



■niHiii-Juic nun uuiiiny unu/ui uimiwy ui icuvc n iu mv u 

automatically handle. See full feature list below :• 
GAME OPTIONS STATISTICS 

• I Day Smiled overs oi lest • Storecard & bowling anolysrs. • Icon dnven with point I dick 



White or coloured clothing • Weather and ground reports • large 3D scrolling screen J* J| 
Three Cricket grounds. -Wagon Wheel covering the entire playing area. hSeievaseof youi (rtcfque, jm 

ilium In mill ■mum (Lttwtlrli ■ ^BV I 



• Loud. 'Save name SMI levels • Manhattan Cha»r 



• Lood/Sove game SkHI levels 

• Computer/Human players 
ANIMATED ACTION 

• Sound Commentary. 
■ Umpire signals 

• Al! me shakes cut oull drive, etc 



•Manhattan Own 
PIAYER VARIETY 

• Rated on 8 adiustoble factors 

• Left and nght handed players 

• Range of batting types 

• I" Tc-i inrei 1 emtio slots 



jvnnnj we nunc [miyiuy wet 

Mouse controls bowler's line, 
ngth, direction held settings 
• Joystick control of batsman's 
attack level, strokes and 
ninnmg between wickers 
VARIABLE CONDITIONS 



dornrj so wiU mure oNspokh 
within 48 hours of receipt. 
| OUR ADDRESS 
ESP Softworo MiiaJIHf 
32o Saumchiifdi Rood. 
SouttwndflnSea, 
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* Appeals, dropped catches, run outs. • bowler types include seam, • Surf ace and poce of pitch 

• Bouncers, wides and no balls swing; change and both types of • Rom. bad koht. cloud cover. 

spin with 8 speed levels. temperature and humroVty. 



England. 
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ver since Dragon's Lair hit the 
arcades (an event which was 
deemed so significant it man- 
aged to earn itself a place on John 
Craven's Newsround), games pro- 
ducers have tried to marry film-qual- 
ity graphics with good old-fashioned 
payability. To date, all have failed. 

First came the much loathed 
'move the joystick at specific points 
in the action' games which, although 
attractive, amounted to nothing 
more than memory tests. Next, 
Readysoft, the team behind the 
Dragon's Lair series, came up with 
Guy Spy — cartoon graphics but with 
more interaction. Supposedly 

As software companies get to 
grips with the power of CDs. so the 
differences between in-game graph 
ics and the real world they mimic 
become less obvious. On the CD32, 
Microcosm looked beautiful and 
gave gamers the opportunity to see 
what it would be liked to be shrunk 
to the size of an atom and catapult 
ed up someone's bottom PC CD- 
Rom owners have spent a year or so 
marvelling at the visuals of 7th Guest 
and other graphically impressive 
pieces of software. But with the 
exception of Microcosm (which had 
its moments), most potentially 
ground-breaking CD titles have 
played like dogs. 

Bouncing into the equation comes 
Gremlin Ireland — unsurprisingly the 
Irish wing of Gremlin Sheffield, or is 
it the other way round? — with its 
humorous romp based around a 
temperamental young fellow called 

»Mutt. But rather than placing the 
character in a monumental 
struggle between good and evil, 



as you may 

expect, Mutt's quest is 
much less confrontational. You see, 
the stupid red being has to track 
down the Mystic Pizza of Plenty. 
Whatever that may be. 

However, locating this Italian meal 
isn't as easy as ringing up the local 
Pizza Hut and asking them to deliver 
it within half an hour or there'll be a 
pound off. Oh no — this gargantuan 
round thing has been placed at the 
end ot level five. Typical, huh? 

Sounds like the ideal plot for a 
wacky platform game, wouldn't you 
say? Well, you'd be wrong — Litil 
Divil is a cross between a puzzle 
game, an arcade game and a 100 
mile hike. You have to guide Mutt 
through the five levels, dodging traps 
and solving logic puzzles, as 
well as fending off mutant 
creatures which deplete Mutt's 
energy. 

Litil Divil has been an ambi- 
tious project Blending glorious 
visuals with instant playablity 
is a tough nut to crack (or 
something), but it has to be 
said that Gremlin has almost 
succeeded. Almost, but not 
quite Q> 

Gold is the only available cur- 
rency in Litil Divil, and the only 
way of obtaining it is by scour- 
ing the million miles of tunnel 
and picking up the carelessly 
discarded piles of the yellow 
precious metal Whenever Mutt 
walks over a pile of the stuff, 
he stoops over, scoops it up 
and shoves it In his infinitely 
large pockets whilst singing 
"ho-ho-ho-hol" Or something 
like that, anyway. 



(here are two ways to get rid 
of your gold, the most satis 
tying of which is by spend- 
ing it in the shop. A 
pictorial representation 
of the available items Is 
shown along with 
their cost, so it's just 
a case ot highlighting 
what you want and 
pressing fire. You 
tend to need every 
item on sale in order 
to complete the level, 
so it's best to get as 
much money as possi- 
ble and buy everything 
in one tell swoop 




REVIEW 



0 



OUCH! OOF! GERROFF! ETC! 

Scampering through the tunnels is a hazardous experience. The Nve levels 
are packed full of traps, some of which are immediately obvious, others 
which are cunningly hidden. Setting thorn off causes a number of comical 

effects, as detailed here. 



9?- Vfl 



Vou can avoid the many traps by simply walking around them or. if you're feeling 
more confident, by leaping over them. Although the bottomless pits are usually 
pretty easy to avoid, there are areas where several are placed together, meaning 
that some pretty accurate timing is needed in order to avoid a painful fall. 




This is a simple room 
which requires good 
timing more than any- 
thing else. The exit is 
on the far right, but the 
only way of reaching it 
is to jump onto the 
stepping stones which 
rise and fall out of the \ 
swamp. Oh, it's also 
worth making sure you 
have a certain object with 
you — but I'm certainly not 
going to tell you what it is 



0 



REVIEW 




If you run out of energy then the Angel of Death appears to whisk the 
defeated Mutt into his scary torture chamber. These animated sequences 
vary so you never know in what particularly horrible way our hero perish- 
es. Until you've seen them all, that is. 




E V I E W 
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Thts I-, what we like - a simple logic 
puzzle with not a tunnel in sight. The 
aim here is to raise all the platforms to 
the same level (as shown here) in 
order to save the lovely lady. The only 
way to move the platforms up and 
down is by pulling the ropes on the 
right . But things aren't as straightfor- 
ward as they seem... 




.* Gremlin 
Drtv/oM r : 
Gremlin Ireland 
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Memory I Disk* 
7Mb | 1 (CD) 
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iugh the auto-map facility negates the need to chart your progress on a bit of 
tr. It's worth keeping a pencil handy to ]ot down any dues which pop up. These 
>■■ found dotted around the dungeon and vary from codes like this to, er. other 
" t. 'Informative Captions' are my middlo n.lirM. EithVr that or Johnny 



paper, it's v 
can be toun 
things, I i.'-i 
Utter To* so 
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I LHSTJll UITY 



One of the many things I hate Is soft- 
ware publishers who don't listen to 
criticisms levelled at their games. Lttil 
Divil was released on the PC a few 
months back, and the general reac- 
tion was "yes, it's a good game but 
there's too much wandering around." 
Now it's here on the Amiga, I'm sure 
most people will say the same. Like 
the original version, it looks beautiful 
and the main character is animated 
brilliantly. The sound effects are par- 
ticularly comical (especially the Cap- 
tain Caveman noises, which myself 
and Matt are becoming quite good at) 
and the slapstick nature of the traps 
makes for some wonderfully cartoon- 
like action. But the over-riding I PLAYBBILITY 
boredom quotient manages to 
negate all these plus-points. 
You see, there is too much 
bloody wandering around. The 
makers claim that it takes 100 
hours to play from start to fin- 
ish, and that's probably true — 
but only because of the amount 
of time you spend trying to find 
the next interesting room. This is 
a shame because the actual puz 
zles and arcade sections are in the 
main very good, but locating them or — worse — flit- 
ting between them and the shop in order to retrieve an 
essential object is just plain boring. Okay, so there are 
the occasional traps to avoid, but once you've leapt 
over the fiftieth pit or resisted the temptation to peer 
through yet another grilled window it all becomes far too 
samey. Surely a better way would have been to put the 50 
rooms back to back. It wouldn't have taken 100 hours to 
complete the thing, but you would have had a better time 
doing so. Sierra's Castle of Doctor Brain showed how you 
could do a game Involving logic puzzles and arcade sections, 
so if you're after that kind of thing then it's probably best 
to track It down (although you'd better have an ordinary 
Amiga because there's no CD32 version). Litil Dfvil is a def- 
inite missed opportunity, methinks. 



I 76% 






Absolutely no chance, mate. The CD holds far too 
much information, etc. ate. ate. Etc. 
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IS COMING. 



06—10—94 




UPDATES.. .UPD£ 



It looks as though 
CD32 owners will 
soon have as impres- 
sive a library of soft- 
ware as the old A500 
owners! The updates 
just keep a-coming, 
and with the likes of 
Jetstrike and Out To 
Lunch, Matt 
Broughton certainly 
won't be a-complain- 
ing. For a few 
minutes at least. 



JETSTRIKE 

CD32 • Rasputin, • £25.95 




\ 



I 



nd alone on this point, but I 
k Jetstrike is an excellent 
game. Suffering from that age 
old pro^em of 'not looking incredi- 
ble, auMk ere fore not really being 
I ^f**?na chance', Jetstrike is the only 
flight gamefc've ever really enjoyed. 
it's simple, iVs fujfcaand it's got tons 
torn of. Weapons. I admit that 
control sysWm is a "bit dodgy but 
yog take %e timato get used 
it's hot a problem A 

\» c ^.r/Ar| CD32 isn't % much an 
update a complete rewrite. The 
game is noi1| accompanied through- 
out with CD tracks that are a bit 
of a first for ArVqa 
^ames. I say thi 

• * \jnless, of course, 
9 you just say 

'pants', 'pants', 
'pacts', 'pants', 
'pant: 




because they're not just tunes, but 
complete songs with singing and 
everything! This is quite novel, and 
works extremely well as it gives a 
certain Top Gun-ness to the feel of 
the game. Unfortunately, the singer 
on these tracks isn't a particularly 
talented chap, and sounds like some 
embarrassing would-be Karaoke 
champion, resplendent in crappy 
over-dramatic growl 

There are a number of these 
tracks, some with singing, some 
without, and though the tacky 'Fast 
Jet fever' and 'Drop The Bomb' 
**V\^racks (featuring such Get 
Stuffed-esque lyrics as 
"Drop the bomb, drop 




jCAHCRA i nil COAIim 




There's absolutely no way you'll 
ever get the word 'pants' into a cap- 
tion about a plane game. 

with three empty 'drawers' available 
to begin with. 

The bonus system has changed, 
now becoming point driven, award- 
ing the player with repairs, fuel, 
weapons, etc. at set score barriers. 
The scenarios have altered slightly, 
to include things like a stonking 
great Hercules for mid-air refuelling 
and the aerolympics has also been 
spruced up. 

The controls — though still tak- 
ing some getting used to — have 
improved a million times over, 
allowing very fast manipulation of 



tht bomb. Qf&p tH»»,^IMhe functions using various corn- 
bomb" Drop the to*id*ioAs ol the joy pad buttons. This 
bomb, drop the works in a similar way to Wing Corn- 
bomb, ' any- mander^wjth various buttons acting 
where") havp~^f*91m\ xej*' to allow extra func- 
betome office tions. It's all a bit hard to explain, 
jokes, some of but if you can be bothered to work 




But I don't think 
the pages of The 



that kind of childish and puerile humour has a home in 
One. 



the instrumen- 
tals work 
incredibly well 
throughout. 
The graphics 
have improved ten- 
fold, with loads more 
frames of animation, plus a 
vfffole host of new incidental ani- 
mation^ {little men parachuting, 
sharks swtmming, etc.). There are 
also more aircraft available than 
before, and, as already mentioned, 
more bombs, nuclear missiles and 
destructive toys. 

Many aspects of the gameplay 
have been altered, especially the 
lives system which now allows you 
to crash more often without having 
to start the entire level again. You 
can also save your position to the 
CD32 at certain points in the game, 



it out. it adds a lot to the overall 
enjoyment (being able to follow 
weapons on a remote camera, for 
example, is definitely a plus). 

I really, really enjoy playing Jet- 
strike, finding it tremendously addic- 
tive, and though people moan about 
the graphics and the control 
method, I think you'll find that they 
simply haven't bothered to play the 
game for more than about ten min- 
utes or so. 

If you're patient, and don't mind 
putting in a bit of time to get the 
most out of a game, I recommend 
you try Jetstrike. If you're lazy, and 
can't be bothered to give a good 
game a chance, join the other 
plonkers in a sadly long line... 



OVERALL: 86% 
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UPDATES—UPDATE 




CD STUFF 

THE RYDER CUP 




CD32 • Ocean, • £27.99 

Anyone in possession of a March '94 Belfry, The Fields, The Island or 



Levitation was one of the newer skills 
picked up by the creatures of the jungle. 




issue will be able to have a look at 
my original 79 percent scoring review 
of this Ocean release, which left me 
averagely unimpressed enough to 
finish my review with the words 
"Play before you pay." Well, things 
haven't changed much, and even 
though the game now appears on 
superduper CD, er... it's business as 
before I'm afraid. 

In Ryder Cup you can play as 
either Europe or America, compet- 
k ing across four locations: The 



Jack tried to 
hide his 
stolen club by 
pushing it up 
'in him". 



Village. The control method i 
exactly unusual, being a traditio 
'stop the power bar as it goes rou 
the circle' affair. Chip and slice at 
matically kick-in should your tinv 
be poor enough to miss the target 
this simple reactions test, with club 
selection being done for you by an 
invisible caddy. 

The standard camera views are all 
available, but, due to the length of 
time wasted calling them up, these 
are seldom used by anyone wanting 
to get on with the game. 

This remains a reasonable 
yet tremendously unexcitir 
golf game that might tickle your 
fancy, but more likely won't 
Play before you pay. Again. 

OVERALL: 71% 



Brian's back, and this time he's... 
The Lion! (Hurrah — the voices of a 
thousand readers who've come to 
expect such pathetic crap). Yes, the 
A1200 version may've had 16 layers 
of parallax, lightening, snow, high- 
res scrolling and sky colour fades, 
Butt... 

Well, where to begin? The CD32 
version has given Brian a new lease 
of life, with spanking larger level 
introductions featuring transparen- 
cy effects and brand new rotation 
stuff (using the extra hardware 
found inside the CD32). additional 
bonus challenge levels such as 'Cup 
'n' Ball' and a card gambling game, 
not to mention the brand new mis- 
sion levels. In these all-new levels, 
rather than just having to get from 
one side to the other, Brian has to 
perform simple tasks such as rescu- 
ing a number of caged animals in 
under two minutes. In another, 
Brian must hunt for hidden treasure, 
while in yet another Brian must 
find water for a herd of thirsty 
elephants. Cripesl 



with l hi* game 
been stuck In. 



Additional standard levels have 
been included, featuring new graph- 
ics and puzzles, along with a num- 
ber of new monsters, objects and 
obstacles (eg. spinning blades, lifts, 
smoke blowers, etc.) and, in fact, at 
one point Brian even drives a buggy. 

Along with all the graphic extras, 
Brian's music has become as CD-like 
as you could hope for, with 40 dif- 
ferent pieces for you get your teeth 
into (or ears if you're an annoying 
traditionalist). 

The joypad makes the game that 
bit more consolesque, but I still level 
the same criticisms at the CD32 ver- 
sion as I did at the original — and 
that's the weakness of the Brian 
character himself. Somehow, I just 
find it hard to get much in the way 
of 'King of the jungle' vibes from 
the poorly dressed chap, and he just 
leaves me cold. 

Still, this is definitely the best of 
the versions available, and worth a 
look at. 



OVERALL: 83% 



EAAAAINGS 

CD32 • Psygnosis, • £29.99 



Do I really need to say too much about 

this game? I think not. Lemmings is 
one of those major milestones on the 
computer games highway. A bit fur- 
ther along than Space Invaders and 
Tetris, but just as important. 

As everybody should know, you 
have to guide a hapless gang of 
stupid Lemmings across a billion and 
twelve levels, making use of various 
skills and abilities to cross vats of 
lava, bottomless pits, and obstacles 
of a generally obsticular nature. 



only use words like that to annoy 
Harry and his spell checker.) 

As is usual for games in this sec- 
tion, there are no enhancements to 

speak of, but at least CD32 owners 
new to the world of games can have 
a look at a modern miracle of origi- 
nality and addictive gameplay. £30 
feels a bit steep for such an old 
game, but er... there you go. I don't 
make up the prices, I just play 'em 



OVERALL: 87% 




OUT TO LUNCH 

CD32 • /landscape, • £25.99 

Pierre Le Chef proved to pretty 
popular with Lord Byron back 
in July (to the tune of 90 per- 
cent no less!) and now all you 
CD32 owners can take a piece 
of the action home, because 
here comes Our To Lunch on 
that shiny thing we call CD. 

In true console fashion, 
Pierre Le Chef has to run and leap 
around a number of platform-filled 
levels, stunning and capturing various 
veg with his flour bombs and net 
respectively, dropping the necessary 
ingredients into a cage to complete 
each level's recipe. To start with, 
things are fairly easy, but as you 
progress through the five countries 
on offer (France, China, Mexico, 
Greece and Switzerland) evil rotten 
veg start to appear, with mutant 
potatoes, blimmin' hot peppers and 
smelly flying eggs chasing you all 
over the place. 

Teleport chambers are scattered 
around the levels and, along with var- 



Not much room for a caption! 

ious springs, moving platforms and 
bonuses, go towards creating the 
standard platform scenery we've 
come to know and love. 

The game profits from the CD32 
joypad, allowing a number of varia- 
tions for your bombing, jumping and 
netting activities, but other than that 
the game remains unchanged. All 
your favourite, annoying and catchy 
tunes are still in there, along with the 
bonus items and levels. 

So what else is there to say really? 
Er... not a lot — just go and buy it! 

OVERALL: 90% 



Maverick 

MAIL ORDER INTO THE 21 ST CENTURY 
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MANGA - KISEKI • CRUSADER . ANIMANIA 
ANIME PROJECTS • ANIME UK WESTERN CONNECTION 

ALL M ANGA VIDEOS AND MERCHANDISE IN STOCK 

90 



PHONE OUR CREDIT CARD 
AND INFORMATION HOTLINE 

0989 767 655 
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FREE CATALOGUE AVAILABLE 



MAVERICK MAIL ORDB* 



PO BOX 7, ROSS ON WYE, HEREFORDSHIRE. 

TEL:09B9 767655 FAX: 0989 768563 
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WANT TO CHEAT!! 
Tips And Cheats Booklet 

Consisting of Tips, Cheats and Level Codes for 
over 200 of the most popular 
Amiga Games 

Please send cheque/p.o. for £2.95, 

made payable to S. FFORDE 
Featherstones, Penhallow House, 
33 Carbery Avenue 
Southbourne, Bournemouth 
Dorset, BH6 3LN 
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PHONE 
0480 498889 

Fax: 0480 496379 
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CD32 TITLES 

AllfN HKItl)? 18 99 
ARCADE POOL 9 99 

BA1 ILECHtSS 19.99 
KNEntHfHf SHElSfcV 18 99 
CANNON tOllDJR 18 99 
tAPTlVt ? LIBtHAIION 19.99 
llAHKSftll 19 99 

ElllE 2 - IRONIII-H 19 99 
GUNSHIP TWO 18.99 
HflMOAlll' ?3.99 
IMWSSimi MISSION 19 99 
JAMISCOND.I 18 99 
KICK OfF :i ?1 99 

IIVfHPtHH I00I11A1I 16 99 
lOSIVIKIrHiS 19 99 
hUNlAI|[||ntl.lUi*U 16 99 
PINK* 1U 99 

PIANinOOIIIAIl CAIl 
SFCONO SAMIIMAI 19 99 
'JtetlC.t.U- .. , 16 99 
SKIDMARKS 17.99 
SOCCf.R KID 19 99 

SUPTRIROG 9 99 

SUPIHPDIIV 9 99 

' IMfMf HAHK CAU 
UFO FWMV.fMMIOWN 19 99 
WMAIINVOYAW 19 99 
WHO CUP SOCCER 18 99 
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ARCADE POOL 
APIDVA 

APPROACH TRAINER 

BANSHEE (A 1200) 
BATTLE ISLE 2 
BENEATH THE STEEL SKV 
BENEFACTOR 
BODYBLOWS.(A1200} 
BUMP & BURN 
CANNON FODDER 
CASTLE CONQUEST 

CIVILIZATION 
CLUB FOOTBALL 
C00ENAME HELLFIRE 



DAflKMEfn 
DARKSEED 
D-DAY 

DEM0MANIAC 
D-GENERATI0N 
DREAMWEB 
DUVSEON MASTEaCHAOS 
ELFMANIA 
EMPIRE SOCCER 

EYE OF THE BEHOLDER 

FIFl n.i op m DRV 



^A-«yGCO>:E:hCiV|lWVS 
GUNSHIP 2000 (A1200) 
HARPOON V121 
HEIM0ALL 2 
ISHAR 3 

jWsSPO.D3i.t200: 
JET STRIKE 

K240 
KGB 

KICK OFF 3 
KID VICIOUS 
KINGMAKER 
K1MGS 0UEST6 1A1200) 
LEMMINGS 2- THE TRIBES 
LIBERATION • CAPTIVE 2 
MAGICIANS CASTLE 
MARIO IS MISSING 
MI6 29- SUPER f^CflUM 
MONKEY ISLAND 
WKFJiDOCHWPKK/ 
WD0VS BIG ADVENTURE 
ON THE BALL 
OVERLORD 
PINKIE 

POLICE QUEST 3 
RUFF'NTUMBLE 
ROBINSONS REQUIEM 
SABRE TEAM (AI200) 

SENSieiE SOCCER INT. EDflNM 
SIERRA SOCCER 
SIM ANT 

SIM CFTY CLASSIC 
SIM CITY DE-LUXE 

SIM EARTH 
SIM LIFE 

SIMON THE SORCERER 
SPACE QUEST 3 
STARDUST 



I9J| 
1999 
23 99 
1799 
11 99 

23 99 
17.99 

16 99 

17 99 
19 99 
11 99 
22.99 
1B.99 
14.99 

999 
22.99 
9.99 
22 99 
21.99 
1899 
1599 
1099 
1999 
999 
1699 
99 

24 99 
28 99 
15.99 
19 99 

99 
1999 
9.99 
12.99 
9.99 
16.99 
22.99 
22 99 
16.99 
0 98 
1699 
19.99 
1999 
13.99 
1699 
9.99 
9 99 
17 99 
22.99 
9.99 
9 99 

1099 
1099 



STREETFIGHTER 2 

SUB 

SUPREMACY 
SYNDICATE 
TACTICAL MANAGER 

THEME PARK (A1200 

■ THEME PARK 
THE SETTLERS 
TOP GEAR 2 (A1200 

■ TRACKSUlT MAV4GER 94 
TRAPS N TREASURES 
TWILIGHT 2000 

L-j ■ Eft: V> JH«iSDW1 

ULTIMATE PINBALL 

UNIVERSE 

VALHALLA 

WING COMMANDER 

AtflLDCJP COMPILATION 

WORLD CUP USA 94 

AWARD WINNERS 2 
BAT 2 

BOBS BAD 0AY 
BfiUTt SPORTS FOOTBALL 
CARDIAXX 

ENHINWMK0IMI 
CURSE OF ENCHANTIA 
DREAM TEAM 
EXCELLENT GAMES 
F15 STRIKE EAGLE: 
F117A NlGHTHAWK 
FURY OF THE FURRIES 
GENESIA 
GOAL 

HERO QUEST 
-LUA1S-*H:JL'WcolCM 
LEMMINGS 2 
MANCHESTER UNITED 
MANIC MANSIONS 
NIGEL MANSELL (A1200) 
PREMIER MANAGER 
PREMIER MANAGER 2 
PRIME MOVER 
SECOND SAMURAI 
SENSIBLE SOCCER 
SPEEDBALL 2 
WAR IN THE GULF 
Z00L 

ZOO L (A 1200) 
JOYSTICKS 
MAVERICK 
THE BUG 

SPEE0KING AUT0FIRE 



1099 
1999 
fl.99 

21 99 
1999 
1699 
2399 
CALL 
24.99 
17 99 
17.99 
17.99 
22.99 

22 99 
20.99 
CALL 
19.99 
9.99 
1999 
18.99 

17.99 
11. 
899 
7.99 
6 99 
11 99 
99 

10 99 
17 99 

18.99 
9.99 
699 
B 99 
699 
9.99 
1099 
14.99 
7.99 
999 
9.99 

11 99 
1299 
1699 
13.99 

6.99 
799 
7.99 
10.99 

7.99 
10.99 
99 



IIMM tr* lybjtcf lo ■fallibility 



Prkt* un be lubjm to dimgt. I * O t 



Poll and packing: UK ■ 7Sp pet it«n 2nd Oatv £1-50 pef Hm hi Clau; £200 ptr Hm lit Cla» R«oi*d 
LLC ■ O 00 prt item. Non E £ C ■ £6.00 pef item; 
Swrft Ait EtC i £5.75 per item; Swift Air Non EEC. = £900 pet item 



VISA 



V.1 O^O^^ BCOt^aragnmenl (Uplo L*g L>^^r^Mc»vff^On»y} ^ 

Tilln marked with a • may not be rtieawd al ume of golnq to ptoi 
Pkuw telephone (oravallabifey and a luH copy of out lemii and condWoni 
Titles marked with a ate avaftable at the price ihown wt* Bodu Ust 



OPEIU ALL DAY SATURDAY 



NAME 
ADDRESS 
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ITEM 
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Vim / Maitcfcatd / Swilch Numbei. 
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Switch lnue hto. Caid £ap>ry Date. 
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Make cheques payable to: 
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£■ send to: 

Unit i A2/A3 Edlton Road 
St. Ives, Huntingdon 
C AMDS PE 1 7 4LF 
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IN THE OCTOBER ISSUE OF 
PCREUIEUI... 

Sid Meier's Colonization 

It's been a long time but the follow-up to Civilization is HERE, and it's reviewed 
ONLY in PC Review! 

PLUS 

• Why buy a new PC when you can rent? It could work out more cheaply - we 
explain how. 

• The future of sound: we look behind the scenes at Creative Technology, the 
people behind the Sound Blaster. 

• Give your sound card the speakers it deserves - lour sets of speakers reviewed 
■ and rated in our definitive test. 

I 



t Who owns who? How the PC games publishers are slowly but surely becoming 
part of Hollywood - a special PC Review investigation. 

• Be the first to play MicroProse's Transport Tycoon, wilh PC Review's special 
cover disk extract. 

• All this and a free CD-ROM on the cover, too. This must be PC heaven! 

PCReuieuj October 1QQ4 

In the shops on September 15th 

Reserue your copy HOUJ! 




You won't believe this, but Harry has joined the Replays team and written his 
first ever review of a game! Yes, incredible, isn't it? Anyway, to find out 
what he. Matt and Andy think of the latest budget releases, step this way. 

KGB 

The Hit Squad 

£14.99 



I 



SUPREAAACY ^ 

Hit Squad, 

£12.99 ^.^^^^^^^^^^te^ 






It's amazing what you can 
do with a used Fairy bottle 
and some sticky bogies. 






Like Empire's Maelstrom. 
Supremacy (originally touted 
as Virgin's answer to Elite, 
believe it or not) is a vast space strat- 
egy game, where the aim is to 
achieve both military and economic 
domination of four different 
planetary systems. 

Unlike Elite, however 
there are no impressive 
3D polygon bits, very 
few space battles and 
not even the slightest 
mention of Cobras, Asps 
or indeed reptiles of any 
kind. No, Supremacy focus- 
es on the rip-roaring excitement 
of resource management and plan- 
ning, and while it doesn't boast 
adrenalin-pumping 3D battles as you 
govern your populace, organise your 
farms, churn out new weaponry and 
train your troops, there are some 
rather nice and fetching menu 
screens to keep you occupied. Golly 
gosh, I think I'm arriving. 

Success in Supremacy requires a 
combination of strategy and good 
fortune, and while you juggle 
resources and build up your space 
navy, you also have to make impor- 




tant moral decisions. How do you; 
want to govern your planet? Do you ; 
jack-up production, work your engi- j 
neers into the ground, tax everyone 
to the hilt and sacrifice entire fleets! 
ruthlessly in the pursuit of power? Or; 
are you the kind of ruler who's ; 
kind, wears flowers in his; 

hair and is, dare I suggest ; 
l\ it, benevolent? 

Whatever your eventual \ 
strategy, things are far; 
from easy and while you ; 
y tinker about with your; 

home planet, computer- . 
controlled commanders in; 
the three other star systems are j 
secretly plotting your downfall. 

And that, in a Nuttall, is Suprema- \ 
cy — kill everyone else (in a very; 
strategic way, of course) before they; 
mangle, crush, pulp and overwhelm ; 
you. It's an absorbing game, at times ; 
complex and extremely difficult, but ; 
it's now beginning to show its age. 
Like- Maelstrom, it becomes extreme- j 
ly repetitive after playing for a while, ; 
and the whole thing starts to get very ; 
dull very quickly. Shame. Still, kind of ; 
groovy-ish if you're a sad strategy; 
freak. [MB] 



And who 
said that our 
screenshots 
aren't at all 
nteresting? 




Comrade Byron gave KGB an 
ideologically pure 86 percent 
when he reviewed it and who 
am I to question his excellency's judg- 
ment? Well for a start, it was blind- 
ingly obvious to me from the word 
go that Golitsin's murder was an 
inside job, and that my boss Vavlov 
was implicated. In fact, I was so sure 
I was right that I attempted to shoot 
Vavlov the first time I saw the ugly 
old git. Apparently you are not sup- 
posed to do this. 

Playing the game was easy as pie, 
a nice pork and apple pie with no 
gristle and lovely soggy pastry. And I 
should know, because constant 
humiliation at Sens! (although I've 
managed a couple of draws with 
Matt recently, so yar boo sucks!) is 
my only real experience of the won- 
derful world of Amiga games. So if I 
can pick it up in 10 minutes, any fool 
can. The only real pickled-egg in my 
sandwich box was the disk changing. 
For some reason, the game refused to 
load on our hard drive. The boys said 
it would be good experience for me 
to play it anyway. How clever and 
amusing of them! 

There are five disks. Our A1200 
played the tart and sought the atten- 
tion of a different disk every minute 
or two. I'm not fibbing. And you have 
to press the mouse button to load 
each time. Every time. Andy tells me 
this is "a bad thing" and the result of 
cack programming. I don't usually set 
any store by what he tells me but I 
think it's fair to say it detracted from 
my enjoyment of the game. When 
played it at home, my A500 seemed 
even more promiscuous. Andy 
assures me it 
was my imagi- 
nation. Could it 
have had some- 
thing to do 
with the fact 
that I forgot to 
save my game 
and had to 
start again? 

What does KGB 
stand for? 



my 



What with 
brain being the size 
of a planet and all, I had all the 
moves off-pat. The disk swapping 
was interminable. 

I'm not sure what gameplay is, but 
I suppose I should say something 
about it. Things in KGB happen logi- 
cally and, as long as you have a good 
memory, you'll be able to muddle 
through pretty efficiently. You can 
also use a 'back-track' feature which 
allows you to return the point in the 
game just before you made your 
major cock-up. So, KGB is not too 
hard on failure. Which is a'good thing 
for a novice like me. But, what I 
would like to know is, presuming you 
finish the game, would you ever want 
to play it again? Are you meant to? 
Still, at 15 quid KGB might seem like 
good value if you're last two trips to 
the movies were to see Last Action 
Hero and The Flintstones. 

KGB is an 'adult' game too. so not 
only can you hurt and kill people 
(which we all know, controversy seek- 
ers, is quite literally childsplay) you 
can also ask people for sex. Of 
course, because this is a game, they 
always say no. In real life Simon says 
they always say 'no' too, but that's 
another story... Sex in KGB is pretty 
silly stuff, though if I were a woman 
I might be a bit peeved by the school- 
boy stereotyping. But then all the 
characters are stereotypes, so maybe 
I'd be daft to take any of it seriously. 
Oh yes, KGB is an RPG, (will that do?). 
(Harry Atrill. Yes. really 






\< 



Martin cursed the van- 
dals who placed glue on 
the egg 



HISTORIK 

Titus, 




OVERD 

Team 17, 

£TBA 




h, another platform 
game. Oh joy. As if 
there weren't 
enough of these bouncing 
and boinging gems about on 



Through the shimmering 
exhaust heat, the cars await 
the green light. Through hel- 
met visors, the drivers are breathing 
| heavily..." Hmm. 

If you weren't fortunate enough 
\ to catch Team 1 7's Overdrive the first 
I time round, then you're a git. How- 
I ever, now's your chance to pick up 
• this groovy racer — one of the bet- 
j ter racing games to have graced the 
i Amiga — at Its new bargain base- 
ment price. 

Like Micro Machines and the old 
coin-op Super Sprint. Overdrive is a 
| top-viewed arcade driving game, 
filled with twisty, tortuous circuits 
! that test your joystick skills to the 
limit. Whilst driving a tiny 4x4 around 



the Amiga at the moment. Do W^m0^U^ \ a dinky track may look like a piece of 

we reallv need another one? 3 i cake, it's deceptively difficult, callmg 

j upon skillful timing and a cool head. 



we really need another 
Do we? Okay, I know this one is 
cheap but despite a new theme and 
a different hero you still end up leap- 
ing ledges, hitting meanies and grab- 
bing assorted flashing bonus do- 
dabs. Or is that grabbing meanies 
and leaping do-dab bonus things. 
Whatever... 

So. it's not with the greatest 
enthusiasm that I come to Prehls- 
tor/fc. a dated platform romp that 
involves the up-and-down, platform- 
hurling antics of your average Homo 
£ rectus, the caveman. 

Well, what else did you expect? 
It's all very simple. In Prehistorik you 
control the nimble, loin-clothed hero, 
guiding him across a number of 
sprawling levels, bashing dinosaurs 
over the head, collecting bonuses 
shaped like bones (hilarious bone- 
uses no doubt. Ho ho ho. — Simon) 
and leaping deep chasms in a single 
bound. Genre-shattering? Not even a 
little bit. 



Watch out Steven Spielberg! 

And that's really about it. Prehis- 
torik looks quite pretty, moves at a 
fair pace and the animation is alright- 
ish. but the gameplay is mind-numb- 
ingly shallow and despite the fact 
that the game doesn't present much 
of a challenge beyond the usual 
'jump, bash baddie, collect chicken 
drumstick, jump again', you don't 
really get the feeling that you want 
to progress past the first level. Well. 
I didn't anyway. 

Frankly, it's boring. Extremely 
tedious, in fact. There are much bet- 
ter platformers around than this one 
and despite the fact that it's now 
bobbing about in the bargain buck- 
et, if you want a decent ledge-leaper, 
why not pay a bit extra and get a 
game with some imagination... [MB] 



Overdrive offers five different sce- 
narios and the chance to race Grand 
Prix cars, sports coupees and Dirt 
Track vehicles over a variety of racing 
environments such as deserts, city 
streets and even windswept glaciers. 



And all this while computer-con- 
trolled opponents hound you like, 
er... computer-controlled houndy 
things. 

What it all adds up to is fast, fran- 
tic racing, and to make things even 
more interesting, the tracks in Over- 
drive feature car power-ups and 
bonus collectables (including turbo 
boost, added traction and in-game 
refuelling) that help improve your 
car's performance during the race. 

Although by today's standards. 
Overdrive doesn't do anything radi- 
cally new, what it does do. it does do 
very well indeed (does do do does? 
— Simon). Obviously there isn't a 
huge wealth of gameplay crammed 
in here (just drive round and round 
and round and...) but, if you fancy a 
quick and uncomplicated racing 
game that's not bogged down by 
realism, then Overdrive is a great 
budget buy — just watch out for the 
long loading times. [AN] 




RORKE'S DRIFT 

Impressions 

£7.99 

Mention the words 'strategic' and 
'wargame' and more often than not 
readers will scream "Aieee!" and run 
for the hills. Yes, sadly the genre doesn't 
exactly embody excitement and although 
there are a multitude of wargame fanatics 
who like nothing better than to move 
armoured divisions around hex-based game 





huge sign thing in the middle of the track! 



thin red line managed to hold out for 12 
hours against these overwhelming odds. 

Using an isometric 3D viewpoint, you take 
control of the British troops, deciding when 
to advance, retreat, rest, aim, fight and fire. 
Each man has his own individual statistics 
and only a brilliant strategy can keep the 
Zulu warriors from the perimeter barricades. 
Did you know that renowned democrat and 
Inkhata big-shot Chief Mangasuthu 
Buthelezei was an extra in Zulu! Not a lot of 
people know that... 

With its 3D graphics and intuitive control 



maps, for most of u$, we'd be happier sat for ten hours watching system, Rorke's Drift is a good example of how wargames can cross 
strawberry jam congeal on a stainless steel sink. over into the mainstream. It's not perfect by any means, the graph 

Can you make it more exciting though? Well, yes you can, and j CS look dated and blocky and the game Is often very slow. It s also 




4,000? How can that make 
sacre waiting to happen. 

Not quite. Rorke's Drift is not a fictional battle, it really happened 
(though probably not like what Michael Caine done in Zulu) and the 
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If you're after tips 
then you've come to 
the right place. 
Especially if you're 
interested in handy 
hints for Heimdall 2. 
Valhalla, Kid Chaos 
(or whatever they're 
calling it now), Ishar 
3 and loads and loads 
and loads more. 
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mouths, tjifce the third piece pf, Ro'geld the tywA heads and //all through the 



and return ta the Hall ot Worjds. ' 
Tal'ker'yn 

Go into the Otjath Godde»'« 
room" and _ It 1 1 1 Hpimdall." and, 
Ursha by walking into the statues 
Walk by the light that appears on the 
wall and take the crown and the Holy 
Symbol Exit ihe room to bring the 
characters back to life Go into the 
Judge God's room and place the crown 
on his head to be judged Take the Holy 
Symbol 

Enter the Air Goddess's room and 
walk into the lightning to teleport Take 
the shield, armour and helmet Discard 
the helmet in the main room to make 
the bridge appear, then take the holy 
symbol Next, go into the God of the 
Weak's room, kill him and take the Holy character Turn around so that the 



•door PUce-a dragoiVs* tootti on e^ch 
r*d circle or the fjoor^pitk.thetn up 
with- the l^ft button the'n" prest ^he 
rtgh.1. button 10 separate them) then ' 
walk into th» math circle lo b* tele 
ported. 

Walk back by the dragon's head and 
exit the room Kill the chief bakrat and 
go into Loki's room When you are tele 
ported into Baldur's room, Ander will 
teleporl you once again. 

Sho Ker'yn 

Make your way across the tite. saving 
your game, and kill the double Heimdall 
and Ursha when you have completed 
the tile section Walk through the gate 
and then to the room where you will 
find a Ro'geld and the shadow of a 



Symbol 

Go into the Light Goddess's room, 
make your way across the tiles and take 
the holy symbol Now head for the 
Nature Goddess's room and take the 
seeds from three of the plants the one 
to the right of the grass that looks like 
a big red bud, the plani just below it 
and the one in the bottom left hand 
corner. Discard them in the patch of 



shadow is facing the Ro'geld and press 
fire to retrieve the Ro'geld Exit this sec- 
tion and go into the room where you 
will find a dakta. 

Kill the dakta and chop the rope on 
the wall Now walk across the wood 
plank into Ashok's room Ashok is invis- 
ible so just throw the Ro'geld at him 
Go into Loki s room fo* the final con- 
frontation and the end of the game 



CLOCKWrSER 

Many thanks mdced go to AAr P 
Kerringham from Lincoln who had "enor- 
mous fun finishing Clock Wiser" and 
thought he'd send in all the codes so that 



everyone else can have a go. Thank you 
good sir. We all love you. 
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LEVEL 3 Poets Tomb. Put the poet- 
Pick up the cement from the tomb ry on the tomb, drink the 
beside you, and drop it on one of the Lyrical Potion and then 
broken floor tiles. Walk on it. then pick look at the poetry. Pick up 
up the monocle, the door key and the the slippers and give them 
Kirby grip and then operate the large to the Grandad as 
drain to the right and take the arrow, explained in the Book of 
Operate the tap, take the apple and put Relatives. Take the toffee 
it on the tree stump. Put the arrow on and insert it into the Toffee 
the crossbow, operate the lever and Lover on the right of the 
take the toffee from inside the apple, room. Take the cannon 
Insert the toffee into the Toffee ball and a bottle of 
Lover, and take the Potion of Seeing Stamina. Insert the cannon 
and the Green Fingers Potion from the ball in front of the cannon 
chests. Operate the drain (near the tree then drop me lit match on 
stump) and take the seeds. Walk to the the back of the cannon to 
wall near the drain where you found blow up the rock, 
the arrow, and drink the Potion of Operate the drain and 
Seeing to see the door. Quickly unlock lake the quill, then return 
it and pick up the book of relatives, the the monocle to Uncle 
bag of sand, the book aboul the River George after taking the 
Keepers and a bottle of Stamina from cross. Put the French 
one of the drains. drama on his coffin and 

Valhalla. A mythical place where ex-Vikings eat, drink 




Lover on the right of the 
room. Take the cannon 
ball and a bottle of 
Stamina. Insert the cannon 
ball in front of the cannon 



blow up the rock. 

Operate the drain and 
take the quill, then return 
the monocle to Uncle 
George after taking the 
cross. Put the French 
drama on his coffin and 




i m m rim # 



and hurl axes at things. This little bloke waddles up to J| ■ 

the big table and squeaks: 'It's in my pocket!' Odin ^^IBfllMV'^ 
waves his hand in the air and 20 of the biggest blokes 
you've ever seen leap out from behind a bear-skin wall-hanging and 
beat the living crap out of the little prat. That's my solution, that is. 



Put the seeds in the tub of earth, 
operate the tap and take the flower. Go 
back to the first room and put the flow- 
er in the vase, then take the poetry and 



take the English version. Drop the quill 
into the ink well, and take the Globe of 
Wisdom and the Hercules drink from 
the chests. Go back to the room with 



Ring of Goodwill from the chests. Put the disappearing sweet and face the 

the ring on the Altar of Dispute, then River Keeper. Look at the Globe of 

take the white dove, go back to the first Wisdom in your rucksack, then cross 

room and face the River Keeper. Select the river to find Shakespeare's drink. 



the white dove and look at it while it's 
still in your rucksack to cross the river. 

Pick up the French drama and pull 
the lever. Cross to the door on the left 



Put the English drama on Lord 
Monty's coffin, drink Shakespeare's 
drink and then look at the play. Go into 
the room where Grandad is lying, drink 



hand side of the room. Insert the Kirby the Hercules drink then pick up the 



grip into the lock and enter the room. 
Operate the drain near the River Keeper, 
and read the book about the sweet. Put 
the sand on the floor tile in front of the 



piano. Go to the Musicians tomb, drop 
the piano then operate the piano keys. 
Pull the lever to enter the next room. 
Drink the Green Fingers Potion and take 



sweet, then walk on the sand to take the leaf from the bottom left plant, explored to find the recipe which Diabolis lace, 
the sweet. Pick up the kettle and the then goto the herbalist's bowl and take changes into dough when placed on Find the final River Keeper who 
match, then put the kettle on the floor the Healing Potion for Lord Monty who the Cook's tomb, a stone tablet with responds to the Staff of Honour then 



. J i " f jm *H the Wizard's tomb, 

it r arinK ^ _ _ -jM put (he wand on H 

i__ 4 _ _ . ? and look at it. Pul the 

les up to ^ g g <VKlj f b|ank tanvas on (he 
Odin ^IttSlMEv" Art,s, ' s ,omb ' take ,he 

™JPPP"*!OTP™ portrait and put it Lord 

« » ■ — Terry's tomb. Then take the 

bl ° keS second plate 

a Open the relevant door with your 

skin wall-hanging and key ^ speak |o (he ghos( o| ^ 

r» »i i« Charles. Put the cross on the Priest's 

s my solution, that is. , omb and lake lhe lunera i wreath . put 

and look at the song sheet. A door the dough on the grill and take the 

opens to the room containing Lord Bread of Plenty. Put the plank on the 

Charles: operate the drain and take the Carpenter's tomb, then find the River 

Royal Seal. Put it on the Royal Note and Keeper who responds when you look at 

this opens two chests. Take the lucky the Bread of Plenty in your rucksack. On 

heather and the Wizard's wand. the other side of the river pull the lever 

Place the lucky heather on the and take the Blade Resist potion. In the 

Gypsy's tomb and take the Bad Luck open chest you'll find a Potion of 

Horseshoe. Put it on the mirror in the Sermons and a bee. 
room where you found the disappear- Put the Funeral Wreath on Lord 

ing toffee to change into a Good Luck Charles' coffin, drink the Potion of 

Horseshoe. Find the River Keeper who Sermons then look at the wreath. Take 

lives in the same room as the Musician's the staff of Honour. In the same room 

tomb. Face him and look at the drink the Blade Resist potion and take 

Horseshoe, then on the other side of the saw. Drop it onto Lord Diabolis' cof- 

the river pull the lever and take the fin then wait until the potion wears off 

gem. Enter the room you've not yet and touch the saw. Look at Lord 

explored to find the recipe which Diabolis' face, 
changes into dough when placed on Find the final River Keeper who 



and fill it with water. Put the match on 
the grill, remove it when it's lit then put 
the full kettle on the grill. Take the key 
when the kettle whistles, pull the lever 
and exit via the newly-opened door. 

Get the song sheet and go back to 
the room where the cannon is. Insert 



gives you an official plate. 

Back in the room where you found 
the plants, give the toffee from the cor- 
ner of the room to the Toffee Lover, 
and take Fluffy the teddy bear and the 
choral drink from the chest. Give Fluffy 
to Nanny and take the door key. Put the 



'TWO' written on it, and a plank. 



pick up the picture of the King from the 



the toffee into the Toffee Lover, then song sheet on the singer's tomb in the 
take the Lyrical Potion and find the cannon room, drink the choral drink 



Take a candle from the Artist's tomb other side. Drop the three objects of 
and drop it into the candle holder. Take worth into the mixing bucket: when the 
the door key and a book which tells of Prince sees it, he will say 'To be King', 
the brave boy who confronted the faces Go back to Lord Diabolis and say 'To be 
of evil to find out which way to insert King'. The saw changes into the last 
the red gem. Insert the gem into the plate. Back in the room with the ban- 
third evil face from the left to become queting table, put the plates on the 
a wizard for a short time; rush back to table. Keep moving them around until 



you get the combination right to open 
the door. Make sure you've got the 
white dove, the Globe of Wisdom, the 
Good Luck Horseshoe, the Bread of 
Plenty and the Staff of Honour in your 
rucksack As you sail down the river, 
present these objects to the hands that 
reach from the water to get to level 4. 

LEVEL 4 

Operate the floor tile next to the start- 
ing square and read the book about the 
level story. Pick up the match from the 
bottom of the room, and light it on the 
grill. Operate the tap so the fire goes 
out and take the chicken leg. Insert it 
into the carnivore to open the two 
chests, then take the record and the 
necklace. Pick up the paper with 'Hello' 
written on it, pick up the warming pan. 
the phrase book and the paper with 'Go 
to sleep' written on it, then operate the 
floor tile it was on and take the small 
coin. Put the record on the record play- 
er and pull the lever, then put the 
warming pan under the tap spout and 
operate the tap. Put the lit match on the 
coals to relight the fire then put the 
warming pan on the grill. Put the warm- 
ing pan on the bed and take the Sleep 
Spell. Put this in front of the Councillor 
and take the Potion of Voices. 

Stand in front of the beastie by the 
door and drink the potion, then look at 
the paper that says 'Go to sleep'. The 
beastie disappears. Put the small coin 
on the black paint and take the penny 
black. Put this on the stamp album and 
take the key to unlock the door. If you 
try to unlock the door while the beast- 
ie is still there, you will die. 

Travel up the passageway and avoid 
the open door. Pull the lever which 
allows you into the room on your left. 
Take the pieces of paper with 'Yes' and 
'No' on them, read the book about the 
Councillors, walk to the Bishop's hand 
on the left and operate the floor tile in 
the corner to find the dentures. Go back 
to the first room and put the dentures 




in the glass by the bed to get to the 
room on the left. Leave the picture of 
the Prince and his father. Put the can- 
dle on the Bishop's shnne and the book 
you found in the first room with the 
cross on the front. Operate the floor 
tile by the Queen's shrine and take the 
coin. 

Go back to the room where the 
guilty slave is and insert the coin in the 
telephone: a voice says 'Hello'. Look at 
the piece of paper that also says 'Hello' 
to answer. Take the Bishop's staff and 
the piece of paper which says 'I want 
a summons'. Go up to the door at the 
top of the passageway, picking up the 
flower on the way. Pull the lever to 
open the door then go inside, this is 
the Councillor's chamber. Pick up the 
piece of paper which says 'You are for- 
given' and put the Bishop's staff on the 
Bishop's other hand to get the candle 
which is the third object for the 
Bishop's shrine. 

You should now have the Bishop's 
ring which you place on his hand in the 
room where you found the dentures. 
It disappears and is replaced by a 
potion so you can imitate the Bishop. 
Stand opposite the slave, drink the 
potion and look at the piece of paper 
that says 'You are forgiven'. The slave 
produces the stolen shredding machine 
and you can put the phrase book on 
here to shred it into several pieces of 
paper with phrases written on them. 

Walk up to the Councillor's chamber 
and look at the Councillor who's 
awake. Reply to his prompt using the 
piece of paper which says 'Gardener' 
and put the flower on the table to 
prove it. It becomes a blob of glue. 
Look at the other Councillor who's 
awake, and answer him using the piece 
of paper which says 'To see the Lord', 
he then asks you for a summons. Go 
through the open door. Drop the glue 
between the beds to get the key to get 
out of the room. 

Operate the floor tile and take the 
Potion of Lightfeet. Put the 
necklace in the jewellery box. 
take the Queen's crown and the 
pawn. Put the pawn on the 
chessboard in the Councillor's 
chamber where it is exchanged 
for the Queen's chess piece. Put 
this on her bed to get a second 
phrase book. Drop this on the 
shredding making sure you 
remove all the pieces of the first 
book first then take the other 
pieces of paper. Put the Queen's 
crown on her shrine and put the 




piece of paper which says 'It's me your 
son' on the shrine when asked who you 
are. Take the Potion of Voices and mak- 
ing sure you have the pieces of paper 
which say 'The gardener' and 'I wanl a 
summons', go into the Queen's room 
and face her secretary. Drink the Potion 
of Voices and look at the paper that 
says 'I want a summons' and when he 
asks who it's for tell him it's for the gar- 
dener. Drop the summons in front of 
the Councillor to be replaced by a large 
door key. 

Before you brave the passageway 
filled with smoke breathing dragons 
make sure your stamina is at its fullest 
level. At the top of the passageway pull 
the lever and enter the Lord of Infinity's 
chamber. Pick up the caterpillar then 
stand on the plinth in front of him and 
look at his face, tell him you are a hum- 
ble slave, when he asks you what you 
want tell him you want to swear alle- 
giance. Get the key to his bedroom and 
put the caterpillar on the lettuce leaf to 
reveal a floor tile: operate this and take 
the bone. In his bedroom find a tarot 
card and another piece of paper which 
says 'It's me your son'. 

Give the bone to one of the dogs and 
take the door key to get back out. Make 
sure your stamina's topped up. Put the 
tarot card on the Psychic's shrine and 
take the crystal ball. Put it on the black 
silk to get into the two chests: take the 
thimble and the spell potion. Put the 
thimble on the tapestry in the Queen's 
bedroom to get a needle. Travel back 
up to infinity's bedroom, drink the spell 
potion and look at the spell book. Take 
the diary and the loaf of bread. Give the 



bread to the Lord and say 'Yes' when 
he asks you if you're loyal. When he 
asks if you've heard of Prince Valhalla 
say 'Yes' again, but say 'No' when 
asked if you've seen him. When he tells 
you he has heard rumours, say you've 
heard nothing then take the chalice. 

Before you concoct his favourite 
drink, insert the needle into the voodoo 
doll, walk through the door and turn 
right. Stand in front of the lever and 
save the game. Every time you pull a 
lever you will fall through the floor, 
drink the Potion of Lightfeet and don't 
waste any time. When you've retrieved 
the crown, retrace your steps to the 
Queen's bedroom where the King's 
shrine is found. Put the crown on the 
shrine and when the King asks you who 
you are. put the piece of paper that says 
'It's me your son' on the shrine and look 
at it. It is replaced by the Light of 
Valhalla enclosed in a glass case. Fill 
Infinity's chalice from the tap in the 
Councillor's chamber. Top it up from 
the tap in Infinity's bedroom. Stand on 
the plinth and give it to Infinity. 

When he asks you if he knows you 
say 'Yes' but don't tell him who you are 
otherwise you will die. Take the staff, 
return to his bedroom and use it to 
cross the chasm. Pick up the tape 
recorder and put it on the plinth in 
front of the Lord of Infinity. Place the 
Light of Valhalla in the glass case on the 
altar in the middle of the room. Operate 
the tape recorder and the Lord of 
Infinity will shatter the case so you can 
grab the Light of Valhalla. Stick it into 
the Lord's chest: he screams and van- 
ishes forever. Hurrah! 
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LEVEL ONE: 
Secret Garden 

This one may be easy 
to finish, but try to 
find all the extra lives 
as you'll need them later 
in the game. The more 
things you collect or destroy 
give you extra points — which 
you can exchange for extra lives later 
on. Keep your cool, be careful on 
those springs and moving platforms, 
and jump carefully. When you're 
underground and surrounded by rats 
and bats, keep jumping and you'll be 
well safe. 

There's a secret garden about 
halfway through level 1 .3. Jump over 
the appearing platforms and come out 
into daylight. There is a diagonal 
spring which shoots you up onto some 
steps, where you'll find springs that 
will knock you back down. Let the first 
. mm ,. one knock you back, 
then tap the joystick 
right to slow you down 
a tiny bit — just enough 
to land in front of the 
diagonal spring. Pull 
down and break 
through the wall, but 
' don't keep spinning for 
_ too long. 

There are seven extra 
lives on the first level — 
get them, along with 
everything else, to win 
an excellent password to 
level 2. Don't be tempt- 
ed to rush through the 
first level — take time to 
explore everywhere, and 
grab everything that 
isn't nailed down. 

End of Level One 

Keep the balls moving 



and keep hitting the 

bricks, because this will release more 

bonus barrels. Catch 

seven 'Ball' or 'B' barrels to 

make your life easier. If you get a laser 

gun. shoot the bricks at the sides 

because they are the hardest to hit 

with the balls. Watch out for the egg 

bombs and their explosions. 

LEVEL TWO: 

Toxic Wasteland 

After running at top speed through 
the first level, you need to slow down 
a bit to avoid becoming spike fodder. 
Groups of slime blobs that pop out of 
the ground are best killed by whizzing 
through at high speed. There are lots 
of bonuses hidden away at the top of 
the high platforms, but you must be 
accurate if you're not going to fall off. 
Don't attack the Tnnkits (elephants on 
two legs) just before they fire — pick 
another time if you want to dispose of 
them cleanly Go carefully and beware 
the dripping acid. 

On the second map — the race — 
keep moving and find as many items 
as you can. Don't sink into the mud — 
keep jumping and you'll stay on top. 
On the third map. learn your way 
around the maze, and be careful not 
to drop blindly onto the spikes. 

There are quite a few extra lives on 
this level. Collect them and get as 
many bonuses as you can to get a 
password for level 3. 

End of Level Challenge 

Learn to judge if you have enough 
time to both get to the barrel and 
shoot it three times. Catch the really 
useful things, like shields and twin- 
guns, and shoot as many rocks as you 
can. The tactics here are: be patient, 
and avoid the rocks. 




PUTTY SQUAD 




A quick helpline for 
those stuck on 
System 3's bouncing 
bombshell... 



1 Make it a habit to jump on Ihe Pups' 
heads to squash them, then punch their 
helmets to gain an extra star. A fast- 
moving helmet, incidentally, acts as a 
very effective weapon against land- 
based enemies. 

2 When you're using the Putty Pod. it's 
always a good idea to take a look 
around and get to know the level you're 
on. It is sometimes particularly useful to 
search for those hard-to-find MIA 
Putties. 



3 If you are very low on stars, try using 
the Putty Pod to find stars that Putty 
can't otherwise reach, such as stars that 
are way into the sky. 

4 Before picking up the Putty Pod. try 
to always have the Nitro first. This 
means that you can drop Nitro bombs 

_ on all sorts of enemies and sandbag 
fortresses. Super Hint: If you bomb 
as many of the MIA Putty Prisons as 
possible, it will make them easier to 
pick up. 

5 When you bust open a crate, try 
not to eat all the food which pops 
out — as long as you don't need it 
right away, thai is. The food will 
remain there, just in case you need 
that extra bit of pliability later. 

6 If you are low on pliability, and you 
see Napalm, try punching his backpack 
to get extra food. Remember; this can 
only be done once per level, so don't 
waste the opportunity. 

7 Dwee2il is an important character for 
Putty to have around. By punching him, 
he will lie down and let Putty bounce on 
his stomach, enabling Putty to reach any 
higher platforms. Make sure you pick up 
the cat food again, once Dweezil has 
gone. 



8 When there's a sandbag surrounding 
an MIA. and Putty hasn't got a Nitro, call 
Dweezil. Let him kick Putty, and he will 
drop a Dweezil Bomb for you to use. 
Putty can pick it up m the same way as 
a Nitro. Remember, though; Dweezil 
Bombs have a short fuse... 

9 Stretching also helps Putty get stars 
which are in hard-to-reach places. Try to 
use your stretch as much as possible, 
because it enables Putty to move up and 
down ladders and platforms much 
faster than jumping. 

10 Try using the melt function if Putty 
is being attacked. He will not be hurt by 
bombs or enemy attacks this way. 

1 1 Keep a sharp lookout for the astro- 
naut 'lup' character. He flies above 
Putty if he is being awarded an extra life, 
and Putty must punch him to get it. 

1 2 Having problems with 
a level? Take it slowly, 
then — because remem- 
ber, you're not playing 
against the clock. Top tip: 
try knocking the bad guys 
out first before picking up 
the MIA Putties. 

13 If you're lucky enough 
to find a chilly icon, then 



clear as many of the enemy from thf 
level as possible while Putty is flashing 

14 Should you see a star block, jurr 
up and hit it from underneath. Or. use 
your stretch from above to get a supei 
secret item. 

15 Don't forget about Secret Agen* 
Trevor. Pick up the dustbin icon, ar* 
he'll sneak a useful item into the w* 

zone. 

16 When Putty is on a secret level 
make sure that he absorbs all the sur 
rendering Pups. Each one gives Putty* 
bonus of five stars. 

17 Try to kill the bazooka pups whik 
they are parachuting from the hel* 
copter. Try not to let them build up, or 
you could suddenly find a platoon ci- 
thern shooting at you. 





Mindscape 

E. Nigma from Anagram Land (git) has 
sent in a rather handy cheat that 
allows you to duplicate items in this 
excellent RPG/adventure romp. First 
you need to find a plug socket, and 
then select the item from your inven- 
tory you want to duplicate, putting it 
down. Now use the socket, and while 
you are being charged, look left or 
right and keep your head turned. 
Move the cursor about until you see 
the 'pick up' icon and click as many 
times as you want. The more you click, 
the more you get. and once you've fin- 
ished charging, just pick up the dou- 
bles! Very useful for making money 
and guns, no? 

THE SETTLERS 

Blue Byte 

A quick snipper from Mr 5 Wright from 
Essex, is to type PASSIVE as the mis- 
sion password to jump to any level. 

Also, from Robert Mottram, if you 
place two wheat farms next two each 
other, the farmers will help each other 
at harvest, effectively giving you twice 
the crop production in half the time (if 
you think about it m a strange way). 

SIM CITY 

Maxis 

Mr Mottram also has a tip for this clas- 
sic; At the beginning of the year, set 
the tax at zero percent, and then in 
December set it right up to twenty 
percent. This way when the tax win- 
dow pops up in January, you can set 
it back to zero, having collected a 
small fortune, but keeping your folks 
happy. 



BENEFACTOR 

Psygnosis 

Thanks to the many people who 
have sent in all the codes to this 
lovely little puzzler. Take a deep 
breath — here goes... 

Underworld 

1. Afraid of Fungies 3MQLGPQLGP 

2. Trick Jumping 32t3J2HPQl 

3. Keep your feet dry 3MQL4PSNQR 

4. Silents 3NQL2Q4JC4 

5. Release order 3NQLGQQLGQ 

6. Troubleshooting 6NB3JN3PQS 

7. Turn, Run, Turn 3LQLN4T4QR 

8. Follow the ug.ru 3MQQM5MM3Q 

9. Let's roll 14QHNVPGM5 

Tombs of terror 

10. Double Trouble 3CQMGQMQG 

11. Mind the Flames 1MQDRPPCQ4 

12. Switch-o-mania 3V1 3FF2MJJ 
'3 A Mother of a blow QPHDJSKGMV 

14. Greed wastes time. 3NQLQQQLQQ 

1 5. Hang Tough QBB1 PBCBQC 

16. Lemmings? M2CNBFBM12 

17. Order is crucial MMQPGPQPGP 
IB. Easy jumping MG3QMKM5Q4 
Tree top rescue 

19. Bouncy Bouncy MMQP4PSRQR 

20. Unreachable MD1M1D1M1D 

2 1 . The fog that be MX3QGLFND3 

22. The Bungee trap MF1MJFHTQM 

23. Down n' load MF1M2FFRQK 

24. Bring down your axe M6KRJN3PHL 

25. Flatback action M4KRLTLSM5 

26. Running Colour M2QQR3PPQH 

27. Funnel Jungle MMQPSP4NQN 

28. Weightwatchers MNQP3QSRKS 

More absolutely fab Benefactor 
codes next month... 






FAST AMIGA REPAIRS 

FAULTY TROUBLESOME COMPUTER ?? 

SEND OR DELIVER TO THE EXPERTS FOR FAST RELIABLE REPAIR OF YOUR BELOVED AMIGA 500 

FOR ONLY £44.00 INC, 

WE ALSO REPAIR 
A600, 1200, 1500, 
2000, 3000 + 4000 
- FREE QUOTATION ' 



DRIVE OR KEYBOARD REPLACEMENT +£10 



COLLECTION SERVICE 
AVAILABLE 
DOOR TO DOOR 
ANYWHERE IN U.K. 
C5 EACH WAY 



EXCHANGE SERVICE 


MODULATORS 


....£19.50 


PSU 


....C19.50 


D/DRIVES 


....£25.50 


K/BOARDS 


....£25.50 



' WE RESERVE THE RIGHT TO REFUSE ANY MACHINE * 

FAST COMPUTER SERVICES, TOWER BRIDGE, LONDON SEI 2HG - TEL: 071 252 3553 
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ALL AVAILABLE TITLES IN STOCK 



70 ♦ CDTV TITLES COMPATIBLE WITH CD32 
70 + CD32 TITLES I VIDEO CD TITLES 

NEW CO RELEASES 

AMOS PD £19.99 CDPD 4 E19.99 - FONTS £19.99 
CLIP ART £9 99 - EMERALD MINES £14.99 



CD32 SPECIAL OFFERS 



OVEftULLfLUNAHC 
AiFHED OMlCKt'l 
7 GATES Of J**»A*-A 

AfiAIMN 
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OiAWDERS a«XK 
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Ii 'Bt 
»» 
CU99 
I«79B 
[1499 

mm 



CAPRI CD DISTRIBUTION - DEPT AF4 
9 DEAN ST. MARLOW, BUCKS. SL7 3AA 
TEL / FAX 0628 - 891022 TRADE ENQUIRIES WELCOME 
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138 Wood ST, 
Earl Shltton, 
Leicester, 
LEO m 



Huge Public Domain Library from 
only §§p per disk. 

Licensed CLR distributor 
Specialist in Amiga A CD32. 

Send stamped sett addressed 
envelope for free list 
(Including a disk for our PD catalogue) 



I IM 



hM IM III MJV Ji 

kfiWi, 3'JtMit, 
MMtiimMi hit ill 
M$f$ 4 am 

fit a tm mhShm w)ti Im 
•jmimni'm 

liMit if mill 

Mmtit, 
m m m 




mn mm 




DEPT 

Crooshoys Shopping Mall, St Neots, 
Cambridgeshire PE1« 2AU 
TELEPHONE ORDER LINE; 0908 379550 
FAX: 0908 277142 



50 - £16.00 
100 - £30.00 
250 • £70.00 
500 - £170.00 
1000 - £255.00 




100 - £20.00 
250 - £45.00 
500 - £85.00 
1000 - £150.00 



DS/DD 



50 - £22.1 
100 - £40.00 
250 - £90.00 
500 - £170.00 
1000- £320.00 



All Our Disks Include FREE Labels 
We will not be beaten on Prices 
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Post & Packing 




TOTAL 








Dale: „ 

Name: 

Address 



Postcode: 



Tel No: 



TW© &<3KM3IKtKl 1)084 eSSWE 



HORNESOFT PD 



CM 



JimNWllLOIlSL WlVIHANX.'UttlMUIlVHP/ 

Tu.na trm 

ALL LATEST DEMOS. UflLS. GAMES 
AVAILABLE ASSASSINS GAMES UPTO 
196 . AND LOTS MORE 
SEND S A E . DISK 10 ABOVE 
ADDRESS FOR A FREE CATALOGUE 
OR SEND 3 * 1sl CLASS STAMPS. OR 
PHONE FOR FREE CATALOGUE 



OPERATION FIRCBTonu 

A COMMt ROM. OUAI ITT GAME LIKf C,l\ r 1 ft 

8( MET ON CM UKI FMEFOKf ON AMHOA 

LOIS Of POWEffuPS WEAPONS (TC IASTIY. 

WOOTH HQ 00 - BUT ITS OMlY AV**.ABlE FROM 
»0">aso< i "O >on ,ub' II 50 MC iw»r.f 
CHEQUES PO •*'»Bl£ IO «0*N( SOFT PO 



ALSO Ft LICENCEWAflE AVAILABLE 
ANO 

LOTS. LOTS. MORE 

mat t PD LIBRARY YOU Will 

EVER NEEDPROBPBLEYH 

FAST FRlf NDl V SERVICE 24 MR DESPATCH 



... STILL THE BEST 



COMPUTERA-RACE+ £19.99 

THE FINAL EDITION 

COMPUTE A RACE • Ofleis 
unrivalled accuracy and unbeatable value. 
(Amiga only) 

WHAT DOES IT DO? 

COMPUIE A RACE , is a Horse Raong 
Prediction Piogram lhal can lorecast races, 
select bels. calculate return and much more 

IS IT COMPLICATED TO USE? 

No. Features an ease o< uso Within days 
mooting a race will be second nature 



WHEN SHOULD I ORDER? 

Now Betting lor proftts IS bettinc 



lor tun 



Cheques P.O. payable to 
HANDISOFT (Mail Order ONLY) 

< (limit 131 Get QitCl I 

Handtsott. 37 Hearsall Lane. 
Spon End. Coventry. CVS 6HF 



200 TOP AMIGA GAMES 

PAID 



Adventures. Puulcrs, Platlbrnersi Spo 
Shoot-fin-up^ iicut-ciii-n(>s ( Stmitgy, 
l. I'C... Muir (iHines Hum vou'll ever Med!!!! 



Simie or Hk'M' <i'nmcs were sold Al More Than £20 Kiich! 
YOti get the LOT lor Ltss I liau £20.00!!! 

This massive compilation or FANTASTIC (mines Should Add al 
least £100.00 In the Selling Value of Your Computer!! 
YOU < \vi LOSf 
Don'l Miss Out - Order NOW I KOM: 
I I II H\ SOFTWARE (THO) 
Dept A. 8 Magnolia Park, Dunnum \. Helfast BTI7 ODS 
ALL AMKiAS FAST DESPATCH ON ORDERS 
- OVERSEAS ADD £2.00 



EXCLUSIVE! 



COMPETITION 



mm SOME CRAP! 

Now's your chance to take home a piece of The One's office in our EXCLUSIVE 
competition to win some crap courtesy of, er... the floor. 




■ t's a sad but true fact that we 
I work in an absolute dustbin. You 
I might remember a scant six 
months ago we were all spouting- 
off about our modern space desks 
and brilliant new equipment, 
but. sure enough, within 
weeks the space desks 
were hidden under 
what can only be 
referred to as... crap. 

As I look around 
me now. I can bare- 
ly begin to describe 
the scene of degrada- 
tion and despair that 
fills my view. Crap ^ 
games lie everywhere, 
mountains of Monster Munch 
cover every surface, and then there 
are Simon and Andy's desks — quite 
simply, toilets with legs. 

If a group of surrealists were to 
have a game of 'l-Spy' here, they 
would be in no way disappointed 
with what they found; plates with 
half eaten sausage sandwiches from 
the pub next door, Vicks cough 
syrup, newspapers from years ago, 
joysticks, surfboards, 
deodorant, Batman bubble 
bath. Oh yes, we lounge 
daily in gigantic piles of 
poo and always will. Or 
will we...? 

DING DONG 

The only problem with liv- 
ing in squalor is that, as 
Dusty the kangaroo 
hounded litter-louts in the 



eighties, we find ourselves up 
against a new breed of busy-body — 
The Witch Upstairs. You see. the 
moment the tiniest piece of fluff 
falls onto the carpet, it triggers off a 
complex system of alarms, 
alerting Her to our crime. 
You can be sure that 
within seconds of . 
she'll appear in a 
cloud of smoke, 
cackling about 
safety standards 
and threatening 
the innocent with 
her hair. 
So we've been 

ordered to tidy up or 

else The Witch will turn 
us all into Welshmen (Andy's 
been threatened with sterilisa- 
tion). So this could be your 
chance to pick up one of five 
fan-tastic The One Crap Packs, 
literally chock-a-block full of 
our very own pap. I think you need 
only glance at the genuine photos 
shown here, to realise what a spe- 
cial offer this truly is! 




HOW TO ENTER 



So fancy a bit of pur office in your 
bedroom, do ya? Well, you have to 
realise that we're giving prizes 
away on a lucky dip basis, so 
whether you win the box of games 
or a pair of Simon's used pants, 
you have to pretend you're not dis- 
appointed. Okay? Alright then... 

To win yourself a mystery Crap 
Pack all you have to do is answer 
the following simple questions. 

(1) Batman is also known as: 

A) The Dark Knight 

B) The Bubble Bath Avenger 

C) Clark Kent 

D) Dr Susan Carthorse 

(2) Monster Munch crisps have: 

A) Two fingers 

B) Three fingers 

C) Four fingers 

D) One finger, one thumb, one 
arm, one leg, one nod of the 
head, stand up. sit down, 
keep moving. 

(3) In one of the photos you 
can just about see the right 
breast of: 

A) Kate Bush 



B) Winona Ryder 

C) David Upchurch 

D) Steve lies' hair 

TIE BREAKER 

Complete the following sentence 
in no more than twelve words. 

"I'd really hate to be Andy Nut- 
tall because..." 

Once you've got the answers to the 
above, put them down, along with 
your name and address, and send 
them on a postcard or the back of 
an envelope addressed to the: 
Please Don't Be Welsh Compo, 
The One, Priory Court, 
30-32 Farringdon Lane. 
London EC1R 3AU. 
Entries must arrive here before the 
28th of November or we'll just 
burn them. Also, while I'm here, if 
you can't write properly, get your 
mum to help you because any- 
thing I can't read gets burnt, as 
do entries that use those pens 
with girly different 
coloured inks. Good 
luck pap pickers! 



WIN! WIN! WIN! WIN! WIN! WIN! WIN 









MAY 1 993 

ON THE DISKS) Playable demos of Loif 
Vikings, legend 2, The Ancient Art of War In 
The Sklet. Sink or Swim and Super Cauldron 
ijIus a complete PD Game: Balder's Groove 
•VIPPED! Syndicate. Overdrive. F117a Stealth 
fighter. Soccer Kid and many more! 
REVIEWED! B17 Flying Fortress. Beavers. Sink 
or Swim, Championship Manager '93, Nippon 
Sates and many moral 
TIPPED! Player*' guide (o Body Blows and 
vick faldo's Golf, more on KGB and Bill's 
Tomato Game plus the start of a massive 
Chaos Cngine guldef 
PLUS! Alien Breed 2 development diary 
starts! And — Eipoved I How the mass media 
coven computer games! 

JUNE 1993 

ON THE DISKS! Blatterl A specially written 
full game for The One, plus a playable demo 
of Nippon Safes and two complete PD 
games: Allen Bash and Tractor Beam. 
nflPPED! Subba '»' SttM, Realms of Darkness, 
innocent Until Caught, Maelstrom and many 
more! 

HEVIEWED! Goal!, Super Cauldron. Ancient 
Art of War in the Skies, Legend 2. The Lost 
Vikings and many morel 
TIPPED! Players' guide to Lionheart and 
Chucfr Hoik 2 plus the completion of the 
solutions to KGB and Chaos Enginel 
PLUS! Plus we tell you how to get into the 
software industry) 

JULY 1993 

ON THE DISKS! Playable demos of Cannon 
fodder. Global Gladiators and F1 Challenge 
plus a complete PD game, Baldy! 
AIPPED! Jurassic Park, The Settlers, Stardust, 
Simon The Sorteror, HeroQuest 2 and 
many morel 

REVIEWED! fsiiar 2. War in The Gulf, Dune 2. 
Gunship 2000. Syndicate and many morel 
TIPPED! Complete players' guide to Arabian 
Nights, Beavers and B17 plus the start of an 
Abandoned Places 2 solution! 
PLUS! Thallon Interviewed! 

SEPTEMBER 1993 

ON THE DISKS! Playable demos of Overdrive, 
Bubba 'n ' Sti*. Ft 1 7a Stealth Fighter. Deep 
Core and Suburban Commando! 
WIPPED! last Action Hero. Micro Machines. 
Alfred Chicken. Theatre of Death. Seek & 
Destroy, Oscar and many more! 
REVIEWED! Soccer Kid, Hired Guns. Diggers 
Premier Manager 2, Vol Jol. Blob, The 
Patrician and many more! 
TIPPED! Complete players' guide to 
Syndicate and War in the Gulf, a complete 
guide to Transarctica and the start of the 
Ishar 2 solution, the ongoing Abandoned 
Places 2 and World of Legends sagas 
Plus CD 32: More Info! 

OCTOBER 1993 

ON THE DISKS! Playable demos of Space 
Hulk, Alfred Chicken, and Burning Rubber! 
<VIPPED! Mortal Kombat. Clfmanla, 
(volution. Wonder Dog, FT and many more! 
REVIEWED! Space Hulk. Jurassic Park. 
Overkill, Micro Machines, Alfred Chicken, 
Slattar. Disposable Hero, Burning Rubber 
and many more! 

TIPPED! Complete players' guide to Diggers. 
Seastlord. Wlbble World Giddy, The 
'atrlclan. Goal!, and more of the Ishar 2 and 

■'■oild of Legend solutions! 



As a person of discerning taste, you are no doubt a regular 
reader of The One, the publication we like to think is 
Britain's biggest and best Amiga games magazine, but that's 
because we write it. However, there may be embarrassing 
gaps in your collection, which is always, erm, really embar- 
rassing. Maybe you didn't start reading The One until recent- 
ly, perhaps you have just learned to read, or maybe your 
newsagent simply ran out of stock — in which case, why 
didn't you place an order? 

Whatever the reason, here's your chance to fill those gap- 
ing voids in your compendium of excellence. On this page 
you'll find listed all available issues of The One, stretching 
back to the dawn of time (well last year, anyway), complete 
with a summary of their contents. But remember: every issue 
has actually got loads more stuff in it than we've listed here. 

To order, just fill in the coupon below, write out a cheque 
or Postal Order for the required amount and send it to: The 
One Back Issues Dept., Tower Publishing, Sovereign Place, 
Lathkill St., Market Harborough LE16 9EF. And that's it! 
Remember: ifs easier if you buy the issues in the first place. 



NOVEMBER 1993 

ON THE DISKS! 3 disks again, featuring a 
playable demo of Uridium 2, Hero Quest 2. 
and Seek and Destroy, along with two com- 
plete PD Games! 

WIPPED! Body Blows Galactic, Kings Quest 
VI, Rally. Rise of the Robots. Seventh Sword 
Of Mendor and many more! 
REVIEWED! Brutal Sports Football, Cardie**. 
Donk. Frontier: Elite 2, Qwak and many, 
many morel 

TIPPED! Hired Guns (Part 1 ) Alfred Chicken 
(Part 1) guide to Space Hulk (Part 1) Ishar 2 
(Part 3) and many more! 

PLUS ! The Programmers talk to us! OMA Talk 
to us. Find out how we make The One. 

DECEMBER 1993 - SOLD OUT! 

JANUARY 1994 

ON THE DISKS! Galactic The Xmas Remix — a 
complete game from Stavros Fasoulas — plus 
a demo of Zool 2 and a complete A1200-only 
PD game! 

WIPPED! Universe, Coof Spot, Dennis A 
Gnasher and Heimdall 2 Part 2! 



REVIEWED) Mortaf Kombat, Zoo/ 2. 17, 
Microcosm, Subba 'n' Stix and loads more. 
TIPPED! Players' guides to Body Blows 
Galactic, Combat Air Patrol, Jurassic Park 
and bundles more! 

PLUS! The Programmers of Liberation speak! 
Massive preview of the games scheduled for 
release in 1994. 

FEBRUARY 1994 — SOLD OUT! 

MARCH 1994 — SOLO OUT! 

APRIL 1994 

ON THE DISKS! Playable demos of Heimdall 2 
Bump 'n' Burn plus two complete PD games 
Parattack and CooA«M 
WIPPED! Banshee. Flight of the Amazon 
Queen. Kult of Speed and Cfub Footbal ! 
REVIEWED! Darkmere. Mu/ry. Manchester 
United Premier League Champions, Mega 
MotlonlStatix. Heimdall 2. Bubble and 
Squeak, Legacy of Soratil and bags more. 
TIPPED! The Settlers. Stardust, Witkid and 
many more! 

PLUS! We talk to a Software Pirate! 



THE ONE BACK ISSUES OFFER! 

] Please send me the following bach issuets) ol The One: 
m.... m«»>«u m.... Quantity 

I enclose a cheque/postal order made payable to Emap Images Ltd for £. 
(Rates per magazine: UK — £4.95; Europe — £5.95; Overseas — £7.95). 



Name. 



Address 



............. 



......... ,...,).......,..!...,,......,.., 







i 

Postcode 

Please allow 2% days lor orders to be fUHM upon receipt of request All orders are subject to 
availability — all lilies shown are available al the time of the issue going to press, (eicept those 
marked as sold out — obviously! | 



MAY 1994 

ON THE DISKS! 3 disks yet again! Playable 
demos of Puggsy. Clockwiser, Mr Nutts and 
Banshee (A1200 only), plus two complete PD 
games, OUCH and Smldgel 
WIPPED! Impossible Mission 202S. Hardcore, 
Mr Magoo etc. etc. 

REVIEWED! K 240. Apocalypse. Total Carnage 
Armour-Geddon 2, Arcade Pool. Stable 
Master 2 and... oooh loads more} 
TIPPED! Innocent Until Caught, Campaign 2 
and much, much more! 
PLUS! The Sensible Soccer Fancy Football 
League and we preview Beeb 2's new pro- 
gramme with games in It. The Net. 

JUNE 1994 

ON THE DISKS! Playable demos of Armour 
Geddon II, Gulp, Touch 'N' Go. Plus two fan- 
tastic complete PD games, Kung Fu Charlies 
and Diggerl 

WIPPED! Dregonitone, Kick-off 3, Ruff 
Tumble, Super Stardust and many morel 
REVIEWED! Elfmania. Valhalla. Benefactor. 
Sierra Soccer, Traps 'N' Treasures. Bump W 
Burn and many morel 

TIPPED! Players' guide to Darkmere, plus a 
complete solution to Beneath a Steel Sky. 
and part 3 of our Goblins 3 solution. 
PLUS! The Sensible Soccer Fancy Football 
League and the exhaustive guide to ECTS. 

JULY 1994 

ON THE DISKS! Playable demos of Sensible 
Soccer International Edition. Empire Soccer. 
Quik and Out To Lunch] 

WIPPED! FIFA Soccer. Kid Vicious. Top Gear 2, 
Wild Cup. Psycho Pinball and many morel 
REVIEWED! Out To Lunch, Banshee. Crash 
Dummies. Impossible Mission 202S. Quik and 
literally 'some - more! 

TIPPED! K240. Armour-Geddon 2. Manchester 
United PLC, Perihelion and bags more! 
PLUS! The Sensible Soccer Fancy Football 
League and our fantastic potted history of 
the Amiga, with pictures and jokes. 

AUGUST 1994 

ON THE DISKS! Fabby playable demos of Kid 
Chaos. Wild Cup, Vital Light and PD 's ston- 
klingly good Drelbsl 

WIPPED! Simon The Sorceror 2, Nova Storm, 
Dawn Patrol and many more! 
REVIEWED! Kid Chaos, Ruff 'n' Tumble, Putty 
Squad, Burntime. Wild Cup. Vital Light and 
figuratively 'bags' more! 
TIPPED! James Pond 3. Benefactor, the con- 
cluding part of our complete solution to 
Goblins 3 and tons more! 
PLUS! The Fancy Football League! Liars! — 
we name the duff games the softies tried to 
sell by telling whoppers! Plus Great 
Programming Tricks of our Time! As well! 

SEPTEMBER 1994 

ON THE DISKS! The absolutely incredible Ruff 
'n' Tumble, the brilliant Oragonstone, and 
the excellent Putty Squad (Al 200 only) 
although you can get that on any Amiga 
games magaiine. Exclusive? Some people 
(naming no names) don't know the meaning 
of the word. 

WlPPfcD! Cyberwar. King of Thieves, All 

Terrain Racing and morel 
REVIEWED! Universe. Plnke. Ishar 3. On the 
Ball, World Cup USA '94 and others! 
TIPPED! Benefactor, Valhalla. Kings Quest 3 1 
PLUS! We track down the brainiest program- 
mer in our side-splitting feature! 



P D Z O 



/Watt's still recovering from the crap 'Coin- 
op Era Karaoke' title Harry gave his PD fea- 
ture a couple of months back, but the 
Broughtonmeister still managed to crawl 
from his bed and look at some of the latest 
top notch releases. 



! 




I: I 



JET SET BILLY 

Cypostic f Disk C0204 

What belter way to start 'PD 
Zone' than with a flash of 
nostalgia? Exactly — there 
just isn't. Is there? (Well, perhaps an 
enormous picture of Kim Basinger 
would have been quite decent — 
Simon). Er. yes... anyway. 

Any self-respecting 
games player should be 
more than familiar 
with Jet Set Willy, 
because in simple 
terms, Willy was one ' 
of the original charac- 
ters that introduced us 
to platform games. I am 
of course referring to Manic 
Miner, but more specifically where 
this game is concerned, the sequel — 
Jet Set Willy. 

In Jet Set Willy, you had to travel 
around a large number of increas- 
ingly surreal locations, collecting as 
many sparkling items as possible, 
while avoiding the monkeys, devils, 
toilets, kangaroos, and, well, any- 
thing that moved, even though logic 
suggested that perhaps it shouldn't. 
In Jet Set BILLY, you have to trav- 
el around a large number of increas- 
ingly surreal locations, collecting as 
many sparkling items as possible, 
while avoiding the monkeys, devils, 
toilets, kangaroos, and, well, any- 
thing that moves, even though logic 
suggests that perhaps it shouldn't 
(god, I love that cut and paste option 
on MacWritel). 

Anyway, suffice it to say that you 
have to get past all of these strange 
creations and on to your ultimate 
goal of riches and rewards armed 
only with your stubby little legs and 
a small, but perfectly formed, jump. 

Along the way, apart from the 
baddies, obstacles such as platforms. 




waterfalls and very-long-drops-off- 
the-edges-of- walls have to be nego- 
tiated, unless you're happy to lose 
one of your precious lives (and if you 
are. you really need to play a differ- 
ent game where things like that 
don't matter — perhaps backgam- 
mon or something). 

Jet Set Billy is one of those games 
that doesn't really have a lot to 
offer, but is an adequate 
diversion, while offering 
us saddies a quick plop 
into the pool of 
yesteryear. The map edi- 
tor isn't exactly some- 
thing you're likely to wet 
yourself over either. 

Oh, no he's going to drink 
some water from out of that 
tap is he? 
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BAZZA 'N* 
RUNT 

(A1200 only) 



Taking some of the simplest 
ideas going. Baiza V fiunf is 
a very dinky, very colourful lit- 
tle ptatformer. Bits of Qwak are pre- 
sent in the woodwork, as are Dyn- 
ablaster and, well anything involving 
platforms and little people really. 

It's a simple idea; just run around 
the platforms dropping bombs and 
destroying a set number of targets 
on every level. Each level is filled with 
weird and wonderful creatures fol- 
lowing a simple course that can 
either be avoided or bombed — the 
choice, as they say. is yours. You do 
have a limited number of bombs to 
do all this with, but falling icons 
from the sky can be collected to 
replenish stocks. Other bonuses 
come in the form of icons which 
have to be blown up. and then 
picked up. performing the usual spe- 
cial actions such as freezing baddies 
and awarding extra points. 




"Space, the final blackcurrant fool". 
Well, it makes about as much sense. 




PRESS RELEASE... PRESS RELEASE... Readers in the 
in CD32 products as well as stocking the full range 



Lancashire area might like to know that PD Zo 

of Magnetic Fields Shareware and PD. Their full 
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QUINGO (QUIZ 
BINGO) 

Magnetic Fields, 

Disk GA196 

With a title like Quiz Bingo. I 
doubt you're exactly 
expecting a shoot-'em-up, 
a beat-'em-up or any other sort of 
'em-up for that matter. Nope, you'll 
be expecting a clever hybrid of a pub 
quiz machine and that popular 
granny-pleaser Bingo — and you'd be 
spot on! 

I take my hat off and bow to the 
programmers of Quingo, because it's 
the first pub quiz slm I've ever real- 
ly found enjoyable, both due to the 
content and the speed of the game. 
By this I mean that there's one lump 
of loading at the beginning, and then 
the game flows freely. It's also a nice 
idea — the winning numbers to fill 
your bingo sheet bit — that works 
well in context. You can choose to go 
for one, two or three balls per ques- 
tion, and though you'll obviously win 
prizes faster with the latter choice, 
the time limit per question reduces 
violently. (To the point where an old 
fella like Harry can't actually read the 
answers on offer before the time 
runs out)). 

Repetition is generally another 
thing that lets these games down as, 
while the real pub machines can hold 



Wh.it (he devil is 



c 



: I 



Dangcrmouse, DANGERMOUSE... 
oops wrong piccy! 

Should you collect enough bonus 
letters, you can enter small sub- 
games such as a 'duck shoot' affair 
featuring huge mutant monkeys and 
killer bees (uh? Are you sure? — 
Hazza). No, really. 

As already mentioned, there's a 
large amount of Qwak-Xype fruit 
falling from the sky, which not only 
adds to the general mayhem, but 
also acts as a nice little point earner. 

Two player games take the form 
of simultaneous competitions, with 
both players desperately trying to 
destroy all the targets before his 
opponent does, making use of such 
nasty icons as 'rob the other player 
of all bombs' along the way — 
which, as you might imagine, is a bit 
of a git. 

Bazza 'N' Runt is (apart from 
being yet another a bloody stupid 
name for a game with 'n' in the title 
— Harry) certainly interesting, but 
it's let down by perhaps being a bit 
too busy visually. Other than that, 
it's good old fashioned fun. 







■ 
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less pits, fireballs and guards trying 
to stick poles up your bottom. It 
was nothing more than a timing 
and reactions game, but in its day 
a classic. 

what's to tell about the 
se of danger? Well not a lot 
. It's quite nicely programmed, 
features some groovy samples 
e original music and voices 
s a very evil Baron Greenback 
ing at you every time you lose 
esodf). 

e game play really adds noth- 
new to the Hunchback genre 
r than a few pick-up icons that 
rd speed or exit the level. Not 
and a nice reminder of a nice 
cter, but not stunning. 




MASQUERADE 



ow this Is a very 
strange puzzle jobbie 
indeed. Not con- 
tent with having 
thought up a 
strange game in 
the first place. 
Masquerade's 
programmers 
then pro- 
ceeded to 
use some 
very strange 
graphics as 
well. 

Also, rather 
frustratingly. 
Masquerade is as 
hard to describe as 
some of the later levels are 
to play, but I'll have a go nonetheless! 
(Thanks. Matt, that's really big of you, 
I mean it's only your sodding job after 
all! — Simon.) In the game, you basi- 
cally have to move your cursor around 
a screen, collecting a set number of 
gems before the exit door will appear. 
Along the way, a number of blocks 
must be negotiated and manipulated, 
some of which are there to help you, 
some to hinder. 

Your cursor moves in a Boulderdash 
sort of way in that it 'eats' the blocks 
it moves over, allowing otherwise 
trapped blocks to show their true 
colours, acting as their individual char- 
acteristics dictate. 

Portcullises drop on your head, 
knights in shining armour gallop across 
the screen, and barrels of TNT blow up 
(rather unsurprisingly). Should you 
move in such a way as to bugger up 
the entire level, the game will spare 
you the embarrassment of quitting by 
just pulling you out itself, and though 
you can sit and stare at the screen to 
work out its solution, it is more fun to 
actually trundle around causing may- 
hem and making a mess of things. The 
only problem with this, is that the disk 
accessing is quite appalling, and I 
wouldn't be kidding if I was to say that 
you'll need to swap between the two 



Helmets, shields, the 
odd bit of lapis lazuli 
or sapphire... 



disks eight times 
before every game 
begins. 

Masquerade does let 
you pick which level 
to enter the game at, 
but this is no consola- 
tion when you're trying 
to get into things and you 
have to keep faffing around 
with disks after every third life has 
left you. 

Unfortunately, the game also suf- 
fers from being of the 'one solution 
only' variety, so once you've learned 
how to complete a specific level, the 
chances of you having much fun doing 
it all over again are as slender as Glen- 
da and her thin mate Brenda. 

Masquerade is quite interesting I 
s'pose, but never incredible. 




79% 



OH MR POSTMAN! 
•Cynostic, Office 01, New 
Enterprise Centre, Little 
Heath Id. Est., Old Church 
Road, Coventry, CV6 7NB. 
Tel: (0203) 681687 

• Magnetic Fields, P.O. 

Box 118, Preston, 
Lancashire PR2 2 AW 
Tel: (0772) 881190 

• 17 Bit Software, 1st 
Floor Offices, 2/8 Market 

Street, Wakefield, West 
Yorkshire WF1 1DH 
Tel: (0924) 366982 




Two 
bending 

trillions of 0 and A's your humble 
Amiga can't always supply a never- 
ending stream of new questions 
without tons of disk accessing every 
five seconds. Fortunately, Quingo 
manages it 

The questions themselves are a bit 
varied, and move from the simple 
"Who was the star of Jaws?" to the 
astronomical "How many miles from 
the sun is Earth?" (Well I knew, Mr 
Pants! — Harry). This isn't too bad in 
honesty, but you do find yourself 
occasionally screaming at the 
machine for expecting you to be 
omniscient. 

At the end of the day, this is about 
the best quiz game on offer (espe- 
cially considering the PD price), and 
I would recommend it to anyone 
who fancies a brain twister. 



OVERALL 



regular, Magnetic Fields, has just opened a new shop. It's called FX Multimedia and specialises 
address is: FX Multimedia, 60 Eldon Street, Preston, Lancashire PR1 7PJ Telephone: (0772) 257776 




On the lookout for the 
W very best in home 

entertainment, but 
would like someone to 
give it a thorough going 



Then you 
need this! 



First issue on sale NOW! with 

FREE ' Essential Guide To Home Cinema' 



'Von' 

giHKl newsagents ne\i to the Hi-Fi Magazines 




YOU THE BEST EQUIPMENT TO BUY hwi 

SOUND SENSE 

Make your TV roar 
lilt* lha movies! 

LOUDSPEAKERS 

THE WHE? LAB TEST: 
8 home theatre 
systems tasted 
and rated 





PLUS: 



Hnvw to MNrtcfa telly 
— on a ^.llllM» ,lc,, 




CD'. GENERATION 

Play movies, games, 
pictures and music 
with Philips CD-i 




; AMPS 
SOUND DECODERS 



F 1 LICENCEWARE - Prices from C3 99 lb £6 99 




PD Drome, Dept. THO. 
32 Meadow Terrace. 
Harrington Bum, 
Houghton-le-Spring, 
Tyne & Wear DH4 7AF 
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RECOMMENDED 



October is my favourite month. The wind through my hair, toasted tea-cakes and that 
marvellous nip in the air. At The One we go for lovely long walks in the wild woods and 
kick our way through carpets of golden leaves. We all have our special way of enjoying 
these rambles. Simon always says that beneath the waving canopy of ancient beeches, 
he feels at one with the Universe. Matt often comes over all melancholy and says The 
Clue to our existence is fundamentally tragic and that Bono was most definitely On the 
Ball when he said that October is the time that 'kingdoms rise and kingdoms fall'. On 
the other hand, Andy is usually a little the worse for drink on our excursions and often 
hallucinates wildly: 'Ishar 3 faireessh gambol acrossh the path just then! I want to be a 
pixie with a shilver hat!' he'll gabble breathlessly and start trying to hug and kiss every- 
body. Thankfully he can usually be beaten off with sticks. With poo on them. 



Alien Breed 2 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Team 17 
December 1093 
1Mb 
£26.99 



91% 



Team 17 return lo familiar territory with this, the sequel 
to the gamo that first established the company as one 
ol Britain's leading Amiga developers. It's more of the 
same Gauntiet-esque bug-hunting action basically, but 
bigger, busier and blastier. Some have complained H's 
too easy, though... 




Brutal Sports Football 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Millennium 
November 1993 
1Mb 
£25.99 



Banshee 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Core 

July 1994 

2Mb 

£29.99 



Banshee is a roller-coaster ride to hell. In a buzz-bird 
called Banshee. Tcsl your trigger finger and powers ol 
concentration in a Iora!Tors!-tastic one- or two-player 
flight of fantasy and or... blowing things to kingdom 
come. It's great fun, basically. 



Beneath a Steel Sky 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Virgin Interactive 
November 1993 
1Mb 
£29.99 



Revolution's latest has been produced in collaboration 
with comic arlfsl Dave Gibbons, and If ever there was a 
match made in heavon, then this is it. The result Is a 
stunning graphic adventure which might lack humour 
compared to Monkey Island — but more than competes 
in every other department. 

Body Blows Galactic 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Team 17 
December 1 993 
1Mb 
£26.99 



1 



Yet another sequel Irom Team 1 7 which does tor street 
hghtin' what Alien Breed 2 does for bug huntln'. Body 
Blows Galactic is 'the business', boasting much 
smoother animation — the characters no longer move 
like Scott Tracy — faster action, animated 
backgrounds and enhanced sound effects. 



89% 

1 i Tl ] 


91% 
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It's been a long time since Speedball 2 set the pace In 
fantasy sports games, and while Brutal Sports Football 
doesn't quite make the Bitmap game obsolete It's a 
worthy companion piece. It's extremely violent, with 
spurts of blood flying everywhere and even the 
occasional decapitation. You have been warned... 



Bubba 'n' Stix 

Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Core Design 
January 1994 
1Mb 
£25.99 



Another platform game from Core Design? Surely not! 
We shouldn't moan, though, especially if they're as well 
designed as Bubba V Strx. Yes, H's a bit short, but it's 
beautifully programmed, the graphics have a vividness 
not often seen on the Amiga and there's a brilliant vein 
of humour running through it all. Fantastic stuff, when 
all's said and done. 



Bump 'N' Burn 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Grandslam 
Juno 1994 
1Mb 
£25.99 



Addictive 3 D racing as this Super MarioKart-with- 
knobs-on screeches on to the Amiga. Death Race 2000 
in a chucklosomo cartoon style, with amazing weapons 
to blast your way through eight lovels of super-charged 
chicanery, make Bump N' Burn a must for those who 
always thought that all Scatoctrix lacked was a bit ol 
mindless violence. 



Cannon Fodder 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Virgin Interactive 
December 1 993 
1Mb 
£29.99 



War, according to the Sensible boys, has never been < 
much fun, and we have to agree — Cannon Fodder is 
one of the most cnfoyable games we've played in 
yonks. It may look like a fairly simple run-around and 
blast affair, but there's a surprising amount of straleg 
needed If you're to make it through to the end. 



R E C O M M E 



E D 



0 



Ch'ship Manager Italia 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Intelek 
March 1 994 
1Mb 
£17.00 



89°/c 



Although the main difference between this and the 
other Championship Manager games is that you get to 
lake control of clubs with funny names, the reduced 
price and Increased running speed earn this a 
respectable mark. Novices may have a bit of trouble 
getting to grips with il but (or the rest of us rt's lab. 




88% 



Genesia 

Publisher: 

Issue Reviewed: 

Memory: 

Price: 



Mindscape 

January 1994 
1Mb 
£29.99 



™4 



This is a huge 'society building' g.ime very similar to 
The Settlers. Starting off with a liny Iribe of people, you 
must use their various skills to build a thriving 
civilisation. It's not as easy to get into as The Settlors, 
but offers greater rewards for those who persevere. 



The Clue 

Publisher: 
Issue Reviewed: 
Memory: 
Prtco: 



Black Legend 
September 1994 
1Mb 
£29.99 



88°/ ( 



87% 



Plan and eiecute crimes in the comfort of your own 
home. Become London's Mr Big without over leaving 
your bedroom! Yes The Clue is proof that crime playst 
From humble tea-leafery lo big blagues with shooters 
'n' slaggs it's down to you lo outwit 'The Firth' and slay 
out of the 'Scrubbs' without slaying clean! 




Ishar 3 

Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Daze 

September 1994 

1Mb 

£34.99 



shar's back and this time e'est Irois! Wohratax the 
black dragon Is created Lord of Stth by the Powers of 
Chaos as a roward for being top bad bloke. More 
unpionouncable names and |aw-cracklng plot twists 
from our Froggy chums in this sequel to Ihe sequel with 
les knobs enorme, er... sur. 



Elfmania 

Publisher 
Issue Reviewed: 
Memory: 
Price: 



Renegade 
June 1994 
1Mb 
£25.99 



91% 



Mortal Kombat comes lo Ihe ell-kingdom and gets lis 
teeth kicked-ln by a gorgeous girly with pointy ears. 
Elfmania makes all other beat 'em-ups on the Amiga 
look pretty crappy — and the introduction of strategy is 
truly inspired. We were completely gobsmacked. It's the 
best ever. Honestly. 




90% 



Heimdall 2 

Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Core Design 
April 1994 

1Mb 

£34.99 



Heimdall 2 is wilhoul a doubt, the best of its kind. Its 
got (ust the right balance between action, adventure 
and puzzle solving with a smattering of humour in all 
the right places. Blood, runes, ores and great dollops of 
magic will keep you on LoM's trail, in the company of a 
fetching Valkyrie sauclly-named Ursha. 



F1 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Domark 
February 1994 
1Mb 
£25.99 



From the French geezers who brought you Vroom 
conies this, the official F1 licence. To be honest it's 
basically Vroom all over again but slightly faster, (as if 
It needed to be!) and with a superb two-player mode. 
Although nol realistic enough to satisfy a true F1 buff, 
It offers incredible thrills and spills to Ihe arcade lover. 




89°/c 



Jurassic Park 



*5 



Publisher: 
issue Reviewed: 
Memory: 
Price: 



Ocean 

October 1993 

1Mb 

£26.99 



An Ocean him conversion with not a platform in sight? 
Shurely shome mishlake? Nope — taking a pinch of 
The Chaos Engine and mixing it with a couple ol 
spoonfuls of Legends Of Valour, IP turns out lo be a 
game worthy of the licence, with arcade action a-plenty. 
Deserves lo be a smash. 



Frontier: Elite 2 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



GamcTek 
November 1993 
1Mb 
£34.99 



96% 



QQOj/ James Pond 3 



We've waited a long, long lime for this, but it's been 
worth every minute of it. Frontier is, quite simply, the 
game you bought your Amiga lor. Admitted, it's nol the 
most 'beginner friendly' game ever, and It takes a while 
lo get its hooks into you, but when it does It won't let 
go for years. A must buy. 



A 




Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Millennium 
June 1994 
2Mb 
£29.99 



The third Pond platformer is huge. And bloody fast. In 
Operation 5tarfl5h Pond weighs in with a leaner, 
meaner, Soon Conner/ of a performance to surpass his 
cute Roger Moore in Robocod. OK, so there's bit loss 
colour but bags moro character and Ihe gameplay is 
infinitely more taxing. The ultimate Pond adventure! 



Fury of the Furries 



90°/ 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Mmdscipu 
lanuary 1994 
1Mb 
£29.99 



A puzzle/platform game very similar to The Lost Vikings, 
Fury of Ihe Furries offers 100 levels of mind-bending, 
roflci-le&Mng action as you use your throe cute Tlntes in 
various peimulalions to reach each stage's exit. Believe 
us, H's as addictive as hell, 




90% 




K240 

Publisher: 
Issue Reviewed: 
Memory: 
Price; 



Gremlin 
May 1994 
1Mb 
£29.99 



The best strategy game since Dune 2, K24D la a bit like 
Populous with asteroids. From your base-asteroid it's 
up to you lo discover more, colonise 'em, exploit 
'em, and delend everything you've got against 
aliens In a race for galactic domination. Build 
Heels, blast allant, mino stuff. Wo tov*d H- 



RECOMMEND 
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Kid Chaos 

Publisher: Ocean 

Issue Reviewed: August 1994 

Memory: 1 Mb 

Price: C25.99 

Crazy story tine, crazy game. The chaouc cave-Ud from 
the cretaceous age clubs his way through this 
plattormer taslor than a hungry T-Rex chasing ■ let- 
propelled cow. More paralla> than anything since 
Llonheart and more satlstylngly violent than hitting 
banks of stinging nettles with a big stick. 



Liberation: Captive 2 

Mlndscape 



December 1993 

2Mb <CD32/A120O only) 

£34.99 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 

Yes! Here It Is — the first CD32 game to enter 
Recommended. And deservedly so — Liberation Is a 
brilliant, atmospheric RPG with one of the sexiest 
Intros you're ever likely to see. Really shows oft 
Commodore's capabilities to the lull. 



Mega Motion 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Black Legend 
April 1994 
51 2K 
£19.99 



Microcosm 

Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Psygnosis 
January 1994 
2Mb (CD32 only) 
£34.99 




90% 



Out to Lunch 




Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Mlndscape 
July 1994 
2Mb 
£29.99 



Food glorious food — but hang on! — It's ail done a 
runner! So Pierre Le Chef is on a Cooks' Tour around 
some exotic locations (er... apart from Switzerland) to 
re-stock his larder. Out to Lunch is a tasty platform 
patisserie with scrum my animations and sprites that 
lake the biscuit. And that's no word ol a pie! 



94% 



90% 




Puggsy 

Publisher: 
Issue Reviewed: 



1 Memory: 
Price: 



Psygnosis 
March 1994 
1Mb 
£34.99 



On the surface, Puggsy looks like a slow plattormer 
with not much going on, but it you spend a few minutes 
earning the game mechanics and experimenting with 
the Total Object Interaction, then you'll discover a 
beautifully animated arcade adventure with lantastic 
graphics and sound. 



86% 



90% 



Putty Squad 



One ol the most rewarding and brain-leasing games 
we've played lor ages. The concept is simple and the 
animation fab. It reminds us a bit of Boulderdash but 
It's not derivative. Only available as part ol a two-pack, 
the other game being Statlx which we rate at 84% and 
Just misses Ms own entry. Slonkingly good valuo. 



Okay, so basically it's little more than a basic 3D shoot- 
'am-up in the Space Hairier mould, but as far as 3D 
shoot-'em-ups go It's just about ihe best-looking one 
you could possibly imagine. And it plays pretty well too, 
although the |oypad doesn't half mako your thumb sore. 
All It ready lacks Is variety. Ah well 




Publisher: 
Issue Reviewed: 
Memory: 
Price: 



System 3 
August 1994 
2Mb 
£29.99 



Putty Squad knocks several buckets of poo out of Putty 
Thrill to 36 levels of squlshy blue fun, which is gmore 
squishy blue fun lhan you can have a-squeezing things 
In a policeman's trousers. Probably. Tons of different 
enemies, sumpluous graphics and long lasting platform 
fun for all the family. 



86% 



88% Qwak 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Team 17 
November 1993 
1Mb 
£12.99 



Qwak may be 'Just' a budget title but It's completely 
brilliant whKh Is why it's found a home here amongst 
the Recommended*. It's a one- or two-player Bubble 
Bobble-style game, with the aim being simply to amass 
points on your platform filled odyssey through the 
kingdom of cuteness. Simply marvellous. 



Mortal Kombat 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Virgin Interactive 
January 1993 

1Mb 

£34.99 



Top marks to Virgin and Probe Software lor coming up 
with arguably the most accurate coin-op conversion 
seen in a long time. Everything from the arcade original 
is here - the graphics, the sound and, most importantly, 
the gameplay ('the gore' surely? — Ed). Up until 
Elfmanla, this was the best beat-'envup on Ihe Amiga.. 



On The Ball 

Publisher: 
Issue Rovlewed: 
Memory: 
Price: 



Daze 

September 1994 

1Mb 

£29.99 



Tr 

O 



A management slm with a difference, trie only thing On 
The Ball lacks is Brian Moore. Fresh as a daisy and as 
deep as (something we didn't understand — Simon 
and Matt), here's a footy game to wander through 
wearing a big shirt, to linger In and make a fragrant 
posy for your sweetheart with (what? — everyone) 




Ruff 'N' Tumble 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Renegado 
August 1994 
1Mb 
£25.99 



The best game over with 'N' in the title? Little Ruff has 
lost 'is marbles and that means mega-blaster mayhem r 
platformular mode for the likes ol you 'n' me. This game 
Is sharper than Michaelangoio's best pencil, and that's 
no word of a lie because it's right there at the sharp-enc 
of tho platform renaissance. Ha, ha. 

Second Samurai 



Publisher: 
Issue Reviewed: 
Memory; 
Pfi<-.>: 



Psygnosis 

December 1993 

1Mb 
£79.99 



Although perhaps looking a little too similar to the 
original First Samurai, this sequel is a far better game. 
The hero doesn't move quite a fluidly as he used to but 
he's Still pretty nifty with his sword, and the tighter level 
design and loss oblique puzzles mako lor a much more 
entertaining experience all round. 



ECOMMENDED 
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The Settlers 

Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Blue Byte 
December 1993 
1Mb 
£34.99 



90% 



87% 



Imagine Utile Computer People cross-bred with 
Populous and you'll have a good Idea as lo what The 
Settlers looks and plays like. It's your typical God game 
(build an empire, keep your talks happy and quash any 
rivals) spruced up with some super-cute animations on 
your subjects. Very user-friendly 

Skidmarks 

Publisher: Acid Software 

Issue Reviewed: January 1994 

Memory: S12K 

Price: £25.99 

If you have (ond memories of Super Off-Road then 
prepare lo have them rekindled with this, a superb racer 
viewed from a similar 'Isometric' perspective. Although 
a bit ol a duffer when played alone — the computer cars 
are crap lo say the least — It's brilliant In two-player 
mode. 

Simon the Sorcerer 










_2 







Universe 

Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Core 

September 1994 

1Mb 

£34.99 



88% 




91 



% 



Rayed an adventure with plenty of hot arcade action 
recently? No? Well, Universe has more puzzles than a 
gargantuan helping of enigma pie and more changes of 
pace than Mr [somebody we didn't know — Simon and 
Matt) himself. It'll warm up your belly and make your 
feet smelly If you like your games to have that bit extra. 



Uridium 2 

Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Renegade 
November 1 993 
1Mb 
£26.99 



The C64 classic comes to the Amiga in style, souped-up 
beyond belief with 32-colour graphics, 50-frames-pet- 
second action, multi-way scrolling, power-ups and all 
the other good things you've come to expect from a 
90's shoot-'em-up. It's very lough, but for die-hard 
blasting fans It's a dream come true. 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Adventure Soft 
February 1994 
1Mb 
£34.99 



Brits Adventure Sort take on the American might of 
LucasArts and Sierra with this humourous graphic 
adventure. Obviously Intended to bo a Monkey Island 2 
beater, It comes close to succeeding. However the 
Interface doesn't quite surpass Lucas Arts' and the 
puzzles are lough — but don't lei that put you off. 

Stardust 

Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Bloodhouse 
December 1993 
1Mb 
£16.99 



89% 



91% 



86% 




Wiz 'n' Liz 

Publish**: 
Issue Reviewed: 
Memory: 
Price: 



Psygnosls 
November 1993 
1Mb 
£26.99 



Originally a Mega Drive game, this cutesy race-'n'- 
collect-'em-up is perhaps a little too simplistic to be 
worth buying If you're going lo be playing it alone — 
you're likely to get bored of it long before the end ever 
comes tnto light — but it's great value if you've got a 
triend who can jo* n in the fun. 



90% 



An unbelievable bargain at the price, Stardust is the 
ultimate Asteroids clone. The graphics have to be seen 
to be believed and It plays as well — maybe even better 
— than it looks. Along with the stunning 3D sub-game 
breaking up the rock bustln' between levels, this Is a 
(oust you just have to treat yourself to. 




Zool 2 

Publisher 
Issue Reviewed: 
Memory: 
Price: 



Gremlin 
January 1994 
1Mb 
£26.99 



Vet another sequel wangles Its way Into these 
Recommended pages. Despite being more of the same, 
this is far superior to the original — Zool now has much 
more character, Is much better animated and Is a lot 
more enjoyable and less frustrating to control. You can 
even play as Zooz, Zool's girlfriend! 



COMPETITION 

Yes! It's the quiz of the month! If you fancy your chances of winning one of ten fab-tastic 
software prizes then you've come to the right place. Just answer the following questions... 



(1) When was the October Revolution? 

(2) What or who was Red October? 

(3) Which top pop act had a hit with October? 



Answers on a postcard or back of a sealed envelope by October 28th to the following 
address: Recommended Compo 7, THE ONE, 30-32 Farringdon Lane, London EC1R 3AU. 
The first ten entries drawn from the hat after the closing date win! 
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Welcome to a 
completely new sec- 
tion of The One, one 
in which we present 
titbits of 

information regard- 
ing reviews, 
previews and other 
events just around 
the corner. Actually, 
'Just Around The 
Corner' would have 
been a better name 
for this section but, 
hey, the logo 
wouldn't have 
looked as attractive 
as this one. Simon 
Byron's your host for 
this month... 
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ZONKED! 

Psygnosis 
Release date: 
November 



Once in a very long while a 
computer game comes 
along that defies tradi- 
tional genre descriptions and 
captivates the market with the 
sheer addictiveness of its game- 
play..." The press release writers 
have obviously been working 
overtime up at Psygnosis. And it 
seems they quite like Zonked!, 
a puzzle game which they 
claim is as addictive as... well, 
something very illegal which 
we won't go into here (it's all 
to do with drug taking and 
stuff and I'll get well done if any- 
one tells the rozzers about it). 

Let's translate the press release 
into honest English, shall we? 
"Zonked! is a block pushing 
puzzle game. There are 120 
levels. The graphics 
aren't great, but the 
game should make 
up for this. The 
One will be 
reviewing it in 
November." 

That's much 
better, isn't it? 
Why don't 
you just 
play the 
b I i m - 
min' demo? 



CHARLIE J. COOL 

Rasputin 

Release date: tba 

asputin Software, the company behind the infuriat- 
ng puzzler Clockwiser, will shortly be releasing this 
Mario-esque platformer featuring some bloke called 
Charlie J. Cool. Now call be me a cynic but I suspect that this 
is a made up name — indeed, the London phonebook reveals 
no such delights, which is a shame because I was going to 
ring the person up and conduct a hilarious interview. God 
I'm such a wag sometimes... 

Anyway, the version we saw held few surprises. You run along. You 
jump on things. You collect things. And that's it. It's too early to tell 
whether or not the game is any good, but we'll be keeping our fingers, 
toes and other bodily appendages firmly crossed when until the final 
version comes in. 





ALADDIN 




Virgin 

Release date: Christmas 

eralded by many console mags as the best platform game ever, 
this Disney licence is set to make its Amiga debut at the end of 
the year. The Mega Drive and SNES incarnations featured stun- 
ning cartoon-like animations, all served up with a healty dose of 
playability, and Virgin promises that the Amiga version will be as 
faithful as possible. With any luck we'll have an 
exclusive review and demo for you 






BUBBLING UNDER 




MR BLOBBY 

Millennium 

Release date: Christmas 

ere's an early shot of Millennium's 
licence from hell. From what we can 
gather, the game plays similarly to 
Core's ancient arcade fest Can/up — you have to 
colour in sections of the landscape 
by running over them — only this time 
you play an irritating pink goon instead of a cute car. 
Watch out for a more in-depth look next month. 





TFX 

Ocean 

Release date: 
November 1994 

o. you haven't gone 
barmy — DID's stun- 
ning flight sim really 
will be out next month. The 
game has already done very nicely thank you on the PC and the A1200 
version — the latest 'build' of which you can see here — promises to do 
the same. 

The game has a plethora of features. There'll be five theatres of oper- 
ation, 120 multiple objective missions and an editor to create thousands 
more. Also making an appearance will be three high-powered aircraft 
the European Fighter Jet, Stealth Bomber and the F22, and each comes 
complete with accurate flight models. 

We've all been frothing at the mouths for almost two years now but 
the end, it seems, is most definitely in sight. Let's hope Ocean lets us 
check this out next month. 



FLIGHT OF THE 
AMAZON QUEEN 



Renegade 
Release date: 



November 1994 



Someone wrote in to us the other day, moaning on 
about how release dates change all the time. Well, for their infor- 
mation, we pass on the game-related details that the software 
companies give us and so shouldn't be held responsible for any slip- 
page that occurs. Alright? 

Amazon Queen is one such game which has been put further and fur- 
ther back as the months have worn on. Thankfully, Renegade assures 
us that it will most definitely be out next month. No, really. 

If you weren't around in April when we unveiled this point-'n'-click 
adventure, let us fill you in. Fill your face in. that is — where the bloody 
hell were you? We like to think our readers are unfailingly loyal. And 
then we wake up. 

Taking the role of Jo King (hahahahahaha!), you must travel round 
a comical world, saving the day and generally being the good guy. There 
are loads of hilarious set-pieces which have been designed to make 
your sides quite literally split, meaning that your guts will spill onto the 
floor and you'll feel quite ill. The game's being written by some ex- 
comic writers, so it does stand quite a good chance of being funny. Per- 
haps we should have a chat with them. 



CYBERSPACE 

Empire 

Release date: December 




s 




mon, Cyberspace would be a good thing to include un 
your all-new 'Bubbling Under' section," said Matt. 
"Yeah," I replied, trying to sound all hard and tough- 
like. Sadly, the hardest I could manage was dribbling a bit of 
gob down my freshly-pressed shirt but I continued never- 
theless. "Why would I want to do that, then?" 

"Because it's been in development for ages but it looks 
like we may — just may — get a review copy very soon." 

"Excellent/ - I shouted, "we've all been looking forward 
to this one. It's set in the year 2090 in a place called..." 
"...New Boston," interjected the foolish Staff Writer, try- 
ng to steal my thunder and make me look foolish in front 
of my mates. Well, Andy and Harry. 
"It's a 3D extravaganza and looks set to revolutionise adven- 
tures as we know them," I continued. "I'd better get on the 
dog and bone sharpish." 

A few seconds later the Empire phone was a-ringing. 
"Hello, Empire..." 
"Yes. yes. I'm not interested in that. I want to know about 
C/be/space. and I want to know now." 

It is coming, and it's coming in December." 
■So why's it taken so long, then? 

"WeO. a project the size of Cyberspace is bound to take a lot of time. 
There are millions of people in it, thousands of locations... all these 
things ta*e t»me The programmers have been able to stick to their orig- 
inal bnef but they've had 
to update it slightly in 
order to keep the game 
•nnovatrve They've added 
texture mapping because 
most 3D game look like 
that " 

"So definitely Decem- 
ber, then?" 

"Definitely * 





SKELETON KREW 

A Core Design 
V Release Date: October 1994 

% A^ll mce we exclusively revealed the existence of 

j ^^fc SAe/eton Krew back in February. Core has been 

■^F keeping the game very close to its chest. So 
J most people have forgotten about it. 

f - Well, eight months later we can exclusively reveal 

(again) that it's coming out next month. And bloody 
hell does it look fab (that sounds better than it looks 
in print — sorry). 

The version we were sent looked to us like it was com- 
pletefy finished. But that's only because we played it for 
long enough to review — i.e. five minutes. What we did see, 
though, was impressive — there's plenty of action and the 
graphics are excellent (well it is AGA-only). Although we did ini- 
tially experience some trouble with the control method, the over- 
all Verdict was... welt children, why don't you wait until next month 
to find out' 
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With Matt Broughton and Eliza. 



mm 



A friend recently sent me a pro- 
gram going by the name of 
Eliza. Now Eliza is one of those 
attempts at Artificial Intelligence where 
you try to have a meaningful conversation 
with the computer. This particular pro- 
gram is meant to simulate an open-ended 
psychoanalytical interview, being very 
Freudian and clever. Unfortunately, after 
a few conversations, it becomes apparent 
that Eliza has a few marbles missing — 
nay, is none too tightly wrapped. 

Just to confirm my suspicions, I asked 
Eliza what she reckoned would be in the 
next issue of The One. The following real- 
ly is a truthful transcription of the con- 
versation I had with her word for word... 

ELIZA: HELLO. MY NAME IS ELIZA WHAT'S 
YOURS? 
MATT: Matt 



ALRIGHT, MATT, WHAT WOULD YOU UKE 

TO TALK ABOUT TODAY? 

What's in next month s issue of The One? 

WHAT ANSWER WOULD PLEASE YOU THE 
MOST?. 

Er, well it would be quite nice to have 
UFO, Dreamweb and FIFA in there. 

WELL IT WOULD BE QUITE NICE TO HAVE 
UFO, DREAMWEB AND fIFA IN THERE? 
Yes. That's right 

MAYBE WE SHOLHD MOVE ON NOW. 
Oh, that was a bit shorter than I'd hoped 
for. Can't we talk about the next issue for 
just a little bit longer? 



MOVING RIGHT AL 
Obviously not. 



WE ALL GROW UP AT DIFFER tN I RATES. 
Er... quite. Nice point well made. 



I SEE YOUR POINT. 
I'm not aware that 



... 



one. 



I DON'T THINK YOU ARE NOT AWARE 
THAT YOU MADE ONE. 
Er...no, lost me there, love. f 



ALRIGHT. CAN YOU TELL ME MORE. 
About what exactly? Next Month, 
perhaps? 

r 




The November issue of 
I The One, on sale October 
I 28th. It'll make a damn 
sight more sense than 
Freud ewer did. 



WHAT DO YOU THINK. MATT? 
Well, I reckon there'll be something very 
special and top secret on the cover, not to 
mention a brilliant cover disk or two and 
some top previews to boot. You might 
say the word 'Aladdin' could be featur- 
ing quite heavily in all of the above. Uh 
huh — know what I mean? 



IF WE CHANGE 



I HOPE YOU DON'T MIND 
THE SUBJECT. 

DESCRIBE YOUR RELATIONSHIP WITH 
YOUR PARENTS, 

Hang on. I was just about to get into 
some serious tosh about the next issue, 
and now you want to know about my 
mum and dad? 



I'M NOT SURE 
Nor am L 



UNDFRS t AND YOU FULLY 



SEARCH ME 

Alright then. Get your kit off. 

ALRIGHT THEN? 

Brilliant) So It's alright to touch you? 

WHAT MAKES YOU SAY THAT? 
Well, you know... just asking. 

WHAT ABOUT YOURSELF, MATT? 
What? You want me to touch myself? 

I DON'T HAVE THE ANSWER. 
Good. 

VERY INTERESTING, CAN YOU PROVIDE 
MORE DETAILS? 

Ah. Next Month! Well. Sim City 2000 will 
be in there (yet again). 

WHY DON'T YOU ELABORATE ON THAT. 
MATT? 

Good ideaf Well, it's the excellent follow- 
up to the smash hit classic from Maxis. 



MAYBE WE SHOULD MOVE ON 
NOW. 

God I You're not exactly patient 
are you? 




IN WHAT WAY? ^^^^^ 
Well, it a goaty sort of way. 

Why qqnm you try to relax. 
What, me or the beard? 



I think you'll find that I wasn't asking any 
questions at all, mate. 



VI TO 



WHAT IS IT THAT YOU REALLY WAN! 

KNOW? 

What's in next month's issue? Haven't you 
been listening 



at all? 



HAVE YOU ASKED ANYONE ElSE» 

Well Andy doesn't appear to have a clue. 

and Simon is on holiday. 



DO YOU MISS YOUR MOTHER? 
I wasn't aware that she was dead, espe- 
cially considering I saw her this morning. 

AT ONE TIME I WAS ALSO WASN'l AWARE 
THAT SHE WAS DEAD. ESPECIALLY CON- 
SIDERING YOU SAW HER THIS MORNING. 
You're bonkers, you are. 

BEING A PARENT 15 A HARD JOB NOWA 

DA Y H B M f? 

Erm, quite. Anyway, about October's 

issue... 

ALRIGHT, CAN YOU TELL ME MORE? 
Yes — glad you asked. There'll be some 
excellent competitions, along with the 
usual news, previews, reviews, and how- 
do-you-do's. 

SURPRISINGLY, I ASKED 
You asked what, you spaz? 

IT APPEARS THAT WE ARE ALIKE IN MANY 
WAYS. 

Ohl Now I am insulted. I thought we were 
meant to be talking about Next Month. 

WHAT DOES THAT SUGGEST TO YOU? 
That we should be mentioning all the 
great things likely to appear, er. Next 
Month. 

I'M NOT SURE I UNDERSTAND YOU FULLY. 
Okay, well every month we use the last 
page to try and give the readers some 
impression of what's going to appear in 
the next Issue. 




(INK YOU'LL 
ASKING V^NY 



UNFORTUNATELY. I ALS( 
FIND THAT" YOU WA5N' 
QUESTIONS AT ALL. MATE. 
Have you been programmed by someone 
with the words Nuttall and Andy in their 
name by any chance? 

NAMES DON'T INTEREST ME 
Well, certainly not Andy's an 

PLEASE GO ON. 

What about Andy? Well, where to begin? 
He's Welsh, if that helps. 

/ A- \ O 

WHAT ELSE COMES TO MIND 
ASK THAT? $f 
He's also a gimpy softmint 

WHAT MAKES YOU SAY THAT? 
Well, he's sort of soft in the middle, with 
a crispy candyfloss outer coating. 

VERY INTERESTING, CAN VOU PROVIDE 
MORE DflAILS? 
Yes. He's boggle-eyed. 





WHY DON'T YOU ELABORATE ON THAT. 
MATT. 

Well imagine a large pair of eyes on a tiny 
head and. hey presto) — Andy Nuttall. 

I UNDERSTAND 

Good. Can we go back to the matter of 
Next Month now? 



WHY DON'T YOU COLLECT 
THOUGHTS AND RETURN LATER 
GOOD BYE 



YOUR 



HAVE YOU 
BEFORE? 



ASKED SUCH QUESTIONS 



DID YOU HAVE MANY TROU- 
BLES WHILE YOU WERE 
GROWING UP? 
This beard stuff appeared on 
my face when I was six. 

DEAR NEWSPERSON, - — — - — - — - 

Please reserve/deliver/pay for my copy of The One, starting with the November 
issue. If II be out on October 28th and quite frankly I can't wait. Lots of love, 



Oh bloody hell. It's like talking to a brick 
wall. I give up! 

Well, maybe that wasn't such a good idea 
after all, I mean I never even got to tell 
you about our reviews of Dreamweb, FIFA 
International Soccer, Skeleton Crew. 
Dragonstone, Sim City 2000, Turbo Trax. 
Planet Football. Robinson's Requiem and 
UFO. Nor did I get to blag off about our 
brilliant Aladdin Preview and coverdisk, or 
any of the other great features that 
you've come to expect from Britain's least 
popular magazine. Oh hang on, I just did! 
Hurrah, etc.l A 
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